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H4IVK0UEST - THE GAME YOITCANT Gt 

THE TIPSTER - hints and tips on your favourite games 



ANT GET 




^ STOS type-in listings 
MAKING MUSIC with MIDI 



EXCLUSIVE REVIEWS of NEW ST ADVENTURES 

plus ... GOLDRUSH ... TIMERUNNER ... KICK OFF ... GRIDRUNNER 
BIO CHALLENGE ■ XYBOTS - and much more 



FOR YOUR ST 



/4dve*t£c<ne& 

THE JADE STONE 



A range of quality adventures from 
some of the smaller software houses 
that are now bringing their long 
heralded talents to the ST 



here bitj a tans, List » s« l L 
* L^npost points helpful L*j in all four 
direct ions a<& mo&t people head either 
north or ««t . 

D tramp winders . smiling strangely 
at hfou as he heaJ^ west . Check iny Uit 
s ignpo^t , you d iwflvcr that the roods 
Lead to the town , the woods > a 
seaside village and UiPran Plaint, 



from Martin Games 

A beautifully illustrated text and grapnes adventure by Unda Wright 
in which you play Amora, the beautiful daughter of Lord Senidea of 
Mulom engaged to Amanton, a man that you father does not 
approve of. In an attempt to impress him Amanton announces that 
he will sort out the evil sofceror Mallumo, however young Amanton is 
soon captured and so Is your father. You learn that only The Jade 
Sionc is magical enough to overcome the evil Mallumo and so you 
must search for the Stone ond rescue both your father and 
sweetheart 

An unusuai and enchanting adventure with many little surprises - 
features include VOCAB, OOPS, EXAMINE ALL, RAMSAVE/ RESTORE 
and GRAPHICS OFF 

The JADE STONE is just £9.95 

DOMES OF SHA 

from River Software 

Three text only adventures from Jock Lockerby, a highly regarded writer of descriptive adventures 



seaside viiiaqe ana vioran r t a ins. 
Dec idtn9 that WU h i$Ht f Lnd someone 
to help w»i Ln the vil Lu9e > you head 
in t ha t d ■ r cc t i on . . . 



Linda Wnght has been writing adventures on otbef machines tor 
many years, She is highly regarded tn the Adventure world and 
many of her gomes have been reviewed in CRASH and other 
magazines. Her most recent game THE BEAST earned a 9!% 
fating! in a world dominated by male writers, Linda brings a 
refreshing new approach to many of her adventures 



DOMES OF SHA is River Software's most successful adventure 
so far. Set in a far corner of the galaxy, an event was taking 
place that would not only aftec 1 the tiny planet of Olaxas. but 
worlds not even oorn. The surviving people knew that they must 
move Of die but the Cold Fear has prevented them from going. 
Somebody must be strong enough to lead the people of SHA 
f o safety 

HAMMER OF GRIM MOLD is vol in the kud ,/ dwarves where 
Grimmold. mightiest of the Dwarf Kings. fs deeply troubled. His 
fabled hammer, o symbol of health and fertility, has been 
stolen bringing misery to the land. The noble adventurer is 
charged with recovering the Hammer of Grimmold but must 
first outwit the Hooded Men. deceive the Gigantic Ore and 
finally overcome Valk, the evil one 



FOR YOUR XL/XE 



MUTANT is a more down to earth adventure, Twenty years 
ago. on one of the South Sea Islands, the bomb was tested. 
This small island has since returned to the lush paradise it 
once was and small villages have sprung up around the 
coast but all Is not well, however, as something lurks in the 
mountains. No-one has seen It and survived but many have 
heard its hideous cry. You are Mankind's last hope of track- 
ing down and destroying this creature before it is too late 

Three totally different and absorbing adventures full of evo- 
cative descriptions and hidden messages - ideal for the 
newcomerFeatures include HELP, RAMSAVE, RAM RESTORE, 
OOPS and AGAIN 



Author Jock Lockerby has written over o dozen adventures on 
the Spectrum and Commodore and Is a highly regarded figure in 
Adventure circles. Many of his games have received ptalse from 
Mike Gerrard, writing in Your Sinclair, and several of his games 
have been heavily promoted by the magazine. Jack is a retired 
Mining Engineer whose writing talents have thought joy to 
thousands of adventurers over the past 3 years. 



AT LAST SOMETHING FOR TAPE USERS! 

UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 

A great racing game for all the family 
now available on boot tape 



' Cbinpuler belting for 1 - 4 players 

* Full colour animated race graphics 

* Save game facility 

* 7 races per meeting 
' Name you own horses 
' Ptiolo finish and more 




GO .. GO.. GO! 



You'll be jumping out of your seat with excitement! 

See PAGE 5 Magazine Issue 37 page 29 for lurihaf details of this super program, 
Tape version has all the facilities and lun of the disk version except thai the number 
of horse databases is Mm hed . A VAILABLE EXCL USfVEL Y FROM PA 0£ 6 



ORDER FORM on page 49 



TURBO BASIC 



PossiCrfy the best language tot your 
XL/XE and easy to learn with our 
tutorial series. Even your own Atari 
Bas»c orograrns will run up "0 three 
time* as tost ^th Turbo Basic and 
the disk comes complete with a 
i*gntning fast compiler that will en- 
able your progcams to run qt 
machine code speed, turbo Basic 
has revolutionised programming for 
many users being very easy <o use 
for anyone with a little knowledge of 
Atori Basic 

With a printed manual and protec- 
tive wallet - only from PAGE 6 

Disk only £3.95 



I OFFICE II 



Simply the best oil round 
business program for your 
Atari. Word Processor, 
Spreadsheet, Database, 
Label Printer, Comms, what 
more con we say? Hundreds 
have bought this hard to find 
program so we ore con- 
tinuing our special offer 

SAVE £5 - SPECIAL 
OFFER PRICE £14 95! 



'The magazine 
for the Dedicated 
Atari User' 




MOUSE PARTY 
Machine code mice 
for up to four players 



SUBSCRIPTIONS 
Annual subscription rates {6 issues) 

UK £9.00 

Europe £13.50 

Elsewhere (sea) £13.50 

Elsewhere (Air) £21.00 



MEW ATARI USER ON DISK 

A disk containing all of the S-blt 
programs from each issue of 
NEW ATARI USER is available either 
separately or or subscription. Single 
price £2.95 per disk, Subscription 
rates (6 issues) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£24.00 

£30.00 

£30.00 

Please 

enquire 



SUBMISSIONS 

PAGE 6 welcomes and encourages ks read- 
ers 10 Submit, articles, programs and reviews 
'o r publication. Programs must be submitted 
on disk or cassette, articles should wherever 
possible be submitted as text files on disk. We 
seek lo encourage /our participation and da 
not have strict rules for submissions. If some- 
thing interests you. write a program or article 
and submit it! Appropriate payment will be 
made for all published programs and articles. 

All original arteries, programs and other mate- 
rial in MEW ATARI USER is copyright of the 
author as credited am uncr edited material is 
copyright PAGE 6. Unless containing the by- 
line 'All H ignis Reserved 1 any material in 
NEW ATARI USER may be reproduced by 
User Groups and other non-profit making 
organisations provided that the author's name 
is included and PAGE 6 is credited as the 
original publisher. Permission to publish else- 
where should be obtained from PAGE 6 or the 
author. Editors of newsletters reproducing 
material are requested to send a copy of the 
relevant issue lo the Editorial address of 
PAGE 6. Whilst we take whatever sleps we 
can lo ensure the accuracy of articles and 
programs and the contents of advertisements, 
PAGE 6 cannot be held liable tor any errors 
or claims made by advertisers. 

ATARI (TM) is a registered trademark of 
ATARI CORP. AH references should be so 
noted. NEW ATARI USER is an independent 
publication and has no connection with Alan 
or with any other company or publisher. 



The next issue of 
NEW ATARI USER 
will be on sale 28th September 
Editorial copy date is 21st August 
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THE CREDITS 

All of the usual stuff is on twge 3 but here 
are the people who made this issue possible. 

Les t Uingham did the editing, layout etc 

Sandy looked after the advertising 

Stocey did all tftOSC things around the office 
without which we would not survive (but 
she sarins to bow got out nt milking th*i 
coffee) 

[ohn R. Bariisley helped out, especially out 
of office hours, and now seems to oe in charge 
of the coffee 

The Regular Contributors, who provide the 
backbone of the magazine ond can general- 
ly be relied upon to come up with good 
articles and reviews, are .... 

Mark Hutchinson Matthew Jones 
}ohn Davison John Davison jr 
john Sweeney Paul Kinan 
Daman I low art h 

Ml other contributors for I his issue are indi- 
vidually credited alongside their articles or 
programs. Thanks to everybody foT shoring 
their work and enthusiasm with other Atari 
users. 

Someone is missing 

Tht cover photo hadn'l been decided ot the 
time of writing but will must probably be by 
Paul Li no wood. If what I am thinking of 
tomes ofC VVandu might be in there. 

Well the hfan's MW one finally came oiti and is a 
tittle bit of a disappointment. It 's still good though • 
and getting better and stiii provides the inspira- 
tion. Another that has taken a long time to gel 
into is faekson Brown, slow to start but now excel- 
lent. Atsv 20,000 Maniacs (! knew them before 
Radio li) ond a new man. Michael fahnson who is 
superb ii'vov ore into what they call New Country. 
Late arrivals, discovered after a visit W Tower 
Records whilst ai the Atari Show inctude Bill 
Staines - briitiant! And Loudon Wainwright ■ good 
one. Now looking forward to the Cantbndge Folk 
festival- Wonder if any of you will be there? 

Anvone aot any emptv wine bottles? Send them in 
to Stacev, she collects them, funny girl! Only girt 1 
know who asks the waiter for the empties, 

NEW ATARI USER Is the magazine, 
PAGE Is the concept. Wherever yon tee 
PAtr *» you'll know what it means! 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 



PAGE 6 shows fust what you can do with your Atari. Wfth 
the exception of final cutout on a Linotron ond use of a 
repro camera for rhc listings and photos, the magazine is 
prepared entirely with Atari based equipment and .software 
- not a Macintosh or IBM in sight! Hardware used include* 
}:jaXL, 1050 disk drive. 810 cfidf drive, 410 cassette 
(oceaftonaltyi). 850 interface. JVt'C 8023 printer, }Q4QST. 
5,\iI24 Monitor.. A:.', m hard disk dnve. Cumana 1 
meg disk dm*. Epson KX 1(10 printer. Kyocera law prinnr. 
Mkrostuffer printer butler. Software indvdes Superscript, 
Turbo Basic. Kermil. PC Intercamm.. TAXI-TALK. Prirrr Wlx. 
PC Intercom-™. STHWtar, PtVttM and Fleet Street Publisher. 
Articles and programs submitted on XUXL disks arc sub- 
}ected to various custom wri tten programs before being 
transferred across to the ST via TAR/- TALK. AH major 
editing is done with (Totexl and t*aaes are laid Qtf with 
jTfc r j $ treei Publisher, A disk with the finished pages is senl 
up to The Setting SiudiO Ir* Newcastle fa typesetting btmw 
who really know what they are doing with the ST) to be 
ou^MJf on a Unotrort 300 and, hey presto, finished pages 
an stnt hack. It nxilly does work - of last! Ail that Is left is 
to drop in the l\stings and photos. Weil, it's not quite as 
easy as that, bul you gel the idea! 



The news of the cancellation, of the ATARI 
XMAS SHOW is a big disci ppointment to 
us all. Atari owners seem to have been 
short changed again as we had to wait 
longer than others for our own show and 
therefore have had less shows in all than 
most other users. The fact that the Com- 
modore and BBC shows have also been 
disbanded is no consolation and the COM- 
PUTER SHOPPER SHOW will be be no re- 
placement for the individual shows what- 
ever the publicity you may read may say. 
The COMPUTER SHOPPER SHOW might be 
the place to pick up some Christmas soft- 
ware bargains but it is unlikely to be any 
sort of showplace and how many Atari 
stands are there likely to be? From our 
point of view as an exhibitor supported by 
several other Atari related companies we 
have spoken to, the gamble is too great 
Stands at these shows are not cheap and 
who knows who will turn up. Thousands 
of Commodore and BBC owners? Fat lot of 
good that will be. 

The pity of not having a specific show is 
that all the smaller companies supporting 
Atari who wan l to show new products will 
not have anywhere to go. The only choice 
later this year will be the PERSONAL COM- 
PUTER SHOW where any small company 
will fust disappear among the giants and 
will be hard pushed to break even. So 
what happens? Maybe this gives added 
impetus to the opinions expressed last 
lime about an independent Atari Show. I 
talked about just an 8-bit Show but 
perhaps there is now a reason to include 
the ST? 

What do you think about the situation. 
Will you be going to the COMPUTER 
SHOPPER SHOW or the ALTERNATIVE 
MICRO SHOW in Stafford? Do you still 
want a separate Atari Show. Were two 
Atari Shows a year too much? It would be 
interesting to hear your views, after all you 
are the people who really decide whether 
shows are worthwhile. 

PAGE 6 INFLUENCE 

You know I have to admit that I have 
seldom been influenced by anything pub- 
lished in PAGE 6 simply because most of 
what goes in I have already checked out. 
There have of course been many exciting 
programming innovations published and 
a great number of interesting articles but 
being so close to the Atari has meant that, 
whilst 1 may not have known the full 
details, I already knew most of the things 
that the Atari can do and there must be 
other readers who are similar. This is why 
I like to include articles of a wider nature 
once in a while. John Davison's MIDI 
series is one such and is probably the first 
article that has directly influenced me to 
go out and buy something! 



John brought his Yamaha PSS-6B0 synth 
up to the office and showed me what it 
can do. It's brilliant and I had to go out 
and get one! Despite having no musical 
knowledge, I can actually play and record 
quite respectable and recognisable music 
on it and have had as much fun with it as 
I have had with my Atari over the years. 
Of course the^possibility of hooking it up 
to the Atari adds to the fun but you don't 
even need to do that initially! The problem 
with all these new things is r of course, lack 
of time to use them fully and whilst hook- 
ing it up to the ST is easy, it still takes time 
to work out patches and things and to find 
the best programs to use. I eagerly look 
forward to John's articles but would also 
be interested to hear from anyone else who 
may have bought a PSS-680. Any tips out 
there? 

NEWSAGENT PROBLEMS 

We seem to have had some problems with 
the lasl issue over the change of name 
with several readers reporting that their 
local newsagents denied all knowledge of 
the magazine. Luckily our distributors will 
do someihing about this if we report it to 
ihem. W.H. Smith shops in Leicester, Car- 
lisle, Hemel Hempstead and Wakefield 
have all been contacted and should now 
stock the magazine. Obviously we can t 
get into every newsagent (there are around 
43,000 of them!) but we should be in all 
the major ones, If you find your town's 
main newsagent does not have NEW 
ATARI USER on ihe shelves, ask the mana- 
ger and if he does not stock it r tell us who 
and where and we'll gel our distributors to 
sort it out. They are working hard to get us 
known which is great and with your help 
we can make sure that the magazine is on 
sale in as many places as possible. 

STILL UNDECIDED 

The jury's still out on the question of 
tapes. We are getting orders for the 
UNDER STARTERS ORDERS tapes but 
hardly enough to let us put another 32 
pages in the magazine! If we were relying 
on selling Atari tapes to make u living 
then we would certainly be planning our 
next Spectrum release at the moment. 
There is no doubt that if this were a Spec- 
trum magazine we would be inundated 
with orders, Did you know that many of 
the now really big British companies star- 
ted by selling a few home produced tapes 
and were able to build sizeable empires 
from those beginnings. Do you ever won- 
der why none of the big companies sup- 
port the S-bit Atari? Keep in touch for the 
Anal decision. 
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Expand The Capabitites Of Your 8 Bit 
Atari... 

US OcutHer 

Expanding ihe 1D50dikdriv«'± srrength is wna^ iCDs. US Doubler s 
all about A 1rue perlarmarir. the araa. ol hardware modifications. Hvs 
cup set cajickly iransturmSi your Alan mm a powerhouse, raojaung w1h 
innovative *ea!ures neve* belore possessed by a lOM F*aflur«t *• 
Fpj« doubl? ■oV'siy lor gpr^-ilpr ;iQrage. *ir^l* aflrj double density 
support, en acc-elerared l.O rate denned cd Irtpla your speed when 
n>m&ned *itf SpjrtiDOS and lull compatibility with quisling Al;in 
sot1wa r e £29.95. 



SfLnrifiOCS 

Tr-.i D.i^ Dpe-ji ng System has been widely acctamed as me bes? 

DOS lor r,h* 8 bif Algri ',ingp SparlaDOS Irpm IC D v. spurts everylliing 

Irom BIO osK drives "hrs^n RAM d ski Id hard disks A special menu 
allow* rajifl iransref . erasure and lockinflrunlociung or lilea using only 
tue- Space Bar Option. Slart and Select keys The umity package 
Supplied *tjo 1«nur« a 35 CbMKttr k^ybOiinj buKer, irn»lligvr>i 
sw>1crnr>g between diskdansities., a binary 1 la game menu, idMirectones 
and t me'dale stamp ng ideal lor use with ttie new XF&S1 £24 9& 

Sp&naDQS and Lf5 Doubter hac* ■ Only Us 95 

P.B: Conneclton 

Kow y ou're no longe* sim-ied 10 Alan compatible pnn1er& and modems 
The P:R: COrtft#Ctir>n plug; <br«ctly into lh« Serial rJisK dnvn port rjF any 
8 bit Alari computer and provides (he user wlh a standard Centronics 
pnnier interface and iwo Rj-232 serial pott. H also draw* its power 
Irem your compute^ wheh means one less- cord lighting tar a power 
pornl while its compart size leaves yo* r work space virtually cutler 1re^ 

The P:H. Conneclion s serial pons uie a hilly compatible H: handler 
*nd msemblp moss- oi me Atan 9w interface wlh ihe same signals and 
lunclions £69 95 

ICO Pnnier Conrreclfon 

ICDs Printer Connexion is a Cv drones parallel pnnier interface lor 
Atan ft t>1 oompulers which pluijs into ihe computer'* serial panprmral 
port and 1hen directly into youron/iter H worhswilh most parallel pruiier$ 
find § bit software wlhoul me r^sed lor special dr»ver software and 
includes, a buili-in pnnier cable C29.95 

Fiuniwr i. ..i>.ji - alio :.!ilJi ij. ~ gi y t.| product* such as Men 1 . Hasc Xfc and 
Bjsl Xi ordiha iam»ning JGD pmfclCtl • Rintti U amH Tim«8 **t*fl6* <? 
r>w ic* r>ur cal jtag^ 

M p«;*i mcM» VAT nrkl Powags 
Dor 113. ManDgiile. North Ynrkarme IK32 DDL |(MEJj E?M[}>&!0£;7. 
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AGE MARSHAL- NOW ONLY £23-95 



R 



EnUIflE5: fi*K CHIKJ * CP50H-C0MPAT TBI E DOI Mb IF 1 H PHIMffP 
+ 656 IWTFffFflCF can Cdlll VALENT) t DTSK DffTyr 

BRING VQIK1 PRINItft TO L IF E MITM 'iM>iaM:r^T=BT7rjM , IMF AMAZTMG 

wm At i PMTiP<n,L uwHU-ftNO pptmt FiViTrM f koh iff:T |, J :tenai:a:i 3 

THF PRCKRftM Hftt, O&EO EXCLU&TVFL V FOR THE PRODUCTION OF T HF 
ARTWORK FOfl THIS ftRVFRl. liJi1>l3M:n T rI.i:rj, T l USeS A SCROI I TMfJ 
HINDOM, IkV-HiVlL DliPLftY ttUhMIQUEr IT SIMPl IFItS IHt TASK ; 
AHn CftM CUT UOHN THE DELAVS BETHEEH IDEA flHU tHD PROOUCT 
U;Tr3^:VjM if/l I'ftN fl/l N im i <H:n" S HJ in Ml :.T/F ITKTT&: 
HfRF' S AN EXAHPLEl, . 
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iRqcndary Sof lv;ire 



CHCNISTRV OR MATHfi^ mq PRtntLtM' 



-b - yct>= - Uarl 
■ ■ i 



fiHf DIMhNlNI. M.IH rtfl f U. lii fl IH-'tF/t 



DI 



— O O - 

I 



Kl 1 



FS1 



T 0 HI- T -C- 0- 



O 1 Tl 




WnPtD-MT&F INCLUSIVE PRICE. ; EZl.»S -fJVEP^FA^ BIJVEH5 SHOULD' 
SEND U-j ft E.*JJ;T»4:fH h. on k tiftbFT- ASH ABOUT I MIS fll VOUfi BAMK 
Oft 5iEWI> *iar FOB bFTATL-i ARD A TKtt PRINTER T E S T T HC PROCRAhl 

URL RR SOFTWARE, 115 UfiLE ROAD 
P 0 RTS L fl DE T SUSSEH BN41 1GE U.K. 



XL/XE ROM CARTRIDGES 

AHCHON 14.95 

BALL&LAJER 14 95 

BLUE MAX 14.95 

JOUST 12,95 

LODERUNNER 14.95 

MOON PATROL 1Z.95 

PITFALL 1 9.95 

PITFALL 2 9 95 

POLE POSITION 1Z.95 

REAL SPORTS 

AMERICAN FOOTBALL ,12.95 
RESCUE ON FRAC TALUS , 14.95 

FIVER RAIO 9.95 

STAR RAIPFRS II 1195 

TENUIS 9.95 



XL/XE DISKS 

ORACONLS 

DRUID 

EJRO SUPER SOCCER |») 

F-1 5 STRIKE EAGLE 

FOUR GREAT GAMES II .. 
FOUR GREAT GAMES III . 
GUILD OF THIEVES I Bill ... 

I MG RIDS BACK i'E4k| 

JINXTERj64k| 

KENNEDY APPROACH 

KNIGHT OR C 4641c TEXT} -- 

LANCELOT \m 

LEADERBOARD 

MIRAX FORCE 

MINI OFFICE II 

OGRE 

SILENT SERVICE 

SOLD FLIGHT 

SPEED RUN 

1IHE & MAGIK (54k TEXT) 

WINTER EVENTS 

WINTER OLYMPIAD U \bU\ 



11.95 
12.95 
\2M 
12.95 
5.95 
5.95 
16.95 
12.95 
16 95 
12.95 
16.95 
12.95 
12 95 

a 95 

16.95 
16 95 
12,95 
12.95 

E.95 
12.95 

6.95 
.12.95 



XL/XE CASSETTES 

ACE OF ACES Z-95 

AMERICAN HDAD RACE .... 1.95 

CALIFORNIA RUN 1.95 

DAWN RAIDER 1 95 

ORACDNJS fl.95 

ENCOUNTER 2.95 

EURO SUPER SOCCER It*] . 6 95 

F 15 STRIKE EAGLE B.95 

FOOTBALL MANAGER 2 95 

FOUR STAR GAMES I 3.95 

FOUR STAR GAMES II ...... 3.95 

GAUNTLET i64| 2.95 

GHOSTBUSTERS 2.95 

GRAND PR IK SIMULATOR 2.95 

HARDBALL 2.95 

JDCKY WILSON'S DARTS . 2.95 

LANCELOT m) 12,95 

LAS VEGAS CASINO 2 95 

KENNEDY APPROACH 8.95 

KNIGHT 0RC|6iTEnTl 12,95 

NATO COMMANDER 8 95 

NUCLEUS 2.95 

MIRAX FORCE 6 95 

PERISCOPE UP 1.96 

PLATFORM PERFECTION (B4k| 6.95 

QUARTET GOLD 3,95 

SHOOT EM UPS (HQ 6.95 

SPEED ACE 2 95 

SPEED HUN 6.95 

SUPERMAN 2 95 

TIME 1 MAGIK | Ml TEXT] . ... 12.95 

WINTER EVENTS 6 95 

WINTER OLYMPIAD 8816441 .. 8.95 

ZYBEX 2.95 



ST SOFTWARE 
AVAILABLE 
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ATARI SHOWS SCRAPPED 



Just os we were getting used to the twice yearly Atari Shows comes the news thot Do ta base have 
c urn tiled the A r AKI XMAS SHOW, together with other machine specific shows, in favour of a new 
Christmas selling' show promoted in conjunction with COMPUTER SHOPPER magazine and there is 
great doubt over the future of independent shows for the ATARI next year. Unless Atari start showing 
a great deal more interest in their users, either by supporting an independent organiser or arranging 
their own shows, the ATARI SHOW just gone was the last. 

At the present time Database have no plans for further Atari shows and the reasons lie squarely at 
the door of Atari. DatabtJ.se Exhibitions manager Michael Meakin told us that they were disappoin- 
ted that they had had to moke the decision not to continue the shows but that without Atari's 
support, they were not viable. The last show was delayed from April until fune in the hope that Atari 
could be viKouruqi-d tu t ome hul still they did not turn up. Other manufacturers continue to support 
their users. There will be shows next year for Commodore, BBC and Amstrad because those 
manufacturers support their users ond will book large stands at the shows, whether they have new 
product or not. 

We can't help wondering what Atari are trying to achieve by not supporting the shows. What good 
does it do to be a major contributor to the demise of the only show for Atari users? There are 
rumours that Atari are planning to launch their own show but, if it comes about, how successful will 
that be? About as successful as the Games Centres? 

Database claim that the new Christmas Show will have as many visitors as the three cancelled 
shows put together but somehow we doubt that a great many of those will be Atari users. Quite 
likely, the place will be swomped out with Commodore, BBC and Spectrum stands and, unless there 
is an Atari specific area at the show, we'll be back to the old days of the PCW Show where hunt the 
Atari stands' was the best way to spend the day. Page 6 is discussing with Database the possibility of 
having a show within a show' as we believe that Atari users need the support that Atari are failing 
to provide but no agreements have been made at present. 

Meanwhile, XL/XE owners will be welcomed to the Alternative Micro Show in Stafford in November 
where PAGE 6 will have a stand. We are hoping to encourage quite a few more Atari supporters to 
attend and will bring you more news next issue. 



A NEW LABEL WITH 
SOME CLASSICS AT 
BUDGET PRICES 

K1XX is a new label dealing In re-releases and among 
their first scheduled releases are four Atari titles previously 
available only at full price. The famous GAUNTLET is 
included and others include ACE OF ACES, FOOTBAL- 
LER OF THE YEAR and HARDBALL. These have all 
been reviewed .some time ayo but a new batch of budget 
releases is always welcome. These ones retail at £2.99. 



WIN ON THE GEE 



Blue Ribbon are another com- 
pany who seem to keep faith 
with Atari and, although they 
don't seem to have a great 
number of releases, another 
Atari title is more than wel- 
come especially if it is a non- 
game title. Their new release is 
TURF- FORM j a horse racing 
forecaster that can help predict 
form for both Flat and National 
Hunt races on UK racecourses 



so giving you the chance to pay 
for a new disk drive or whatev- 
er! TURF-FORM is quick and 
easy to use. requiring only in- 
formation found in most popu- 
lar daily newspapers and will 
produce speed and fitness rat- 
ings giving the horses chances 
of victory on the chosen course. 
TURF-FORM is priced at just 
£2.99, a small price to pay to 
beat the hookies! 



NEW 

CATALOGUE 



NEW 
ZEPPELIN 
DEAL 



Atari supporter Zeppelin 
Games has secured the rights to 
the Tynesoft back catalogue for 
the Atari 8-bit and will soon be 
bringing out PHANTOM and 
MI RAX FORCE as budget ti- 
tles. Hopefully other titles will 
follow and Zeppelin have con- 
firmed that they will continue 
to support the Atari with new 
games. 



LEVEL 9 MOVE 

Level 9, one of the few com- 
panies to have kept faith with 
the Atari 8-bit through all their 
releases, have moved down to 
the South Coast where the 
weather is a little bit belter and 
the property is cheaper than in 
the Home Counties which they 
hope will allow them to attract 
more staff. Can the Austin 
empire be expanding after all 
this time? 

The sea air Is helping to com- 
plete outstanding projects urn I 
Scapeghost should be out about 
mid- August. When we spoke to 
Level 9, Pete Austin was fixing 
a final few bugs. 



Sunaro Software have sent in a copy of their latest and 
updated catalogue which includes news of almost 20 
'coming soorV titles together with several clearance' bar- 
gains. There are over 200 titles listed, all for the Atari 
8-bit, plus lots of things like joysticks and peripherals. 
There are even money off vouchers for orders placed 
before the end of September. If you want a copy, drop 
Sunaro a line at P.O. Box 78, Macclesfield, Cheshire SK10 
3YB or give them a call on 0625 25228. 



SOME MORE NEW 
RELEASES 



Alternative have finished POSTMAN PAT. which has now been 
released on other formats, and arc now converting to Atari fl-bil 
with imminent release as a budget title at £1.99, Codemasters 
have another one out, FRUIT MACHINE SIMULATOR which 
will available at £2.99 and are working on MOUNTAIN BIKE 
SIMULATOR. 

Releases later on in the summer should include SYSTEM 8 from 
CDS, and CRACK-UP and GUN FIGHTER from Atlantis, 
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MORE 
NEW GAMES 
FROM ATARI 



Who soys Atari aren'l supporting the XL/XE? Following on from 
Tiger Attack and Nucleus, reviewed last issue, are five new games 
tt> be released over the cominq months. 



HEARTACHE 

looks like a 
scroller 




BLACK LAMP 

- a well known 
adventure 



SUPER SOCCER 

- due just before 
Christmas 




CYGNUSX1 

some great 

Looking 

graphics 



CYGNUS XI was originally to have been released by Anco but 
has now been picked up by Atari for release at £2.99 and should 
be available from your usual retailer round about now. The 
others are still in production and we will briny you reviews of 
them all as they come out. Meanwhile here are a few pics to 
whet your appetite and prove that these games really do exi.stl 
Thank you Atari, keep 'em coming' ^ 




presents 



1. PA1NTBOARD 
2. NETWORK & KING'S PERIL 
3, COUNTER-SLOT 

1. Paint board has many powerful features which are supported by its 
30 comma ids. Commands include zoom, fill, colour, line, box, circle, 
airbrush, pen, load, save, gallery etc. Supplied on TDK cassette with 
demo pictures and utility programs 

2. The Network & Kings Peril are two separate puzzles which will keep 
you busy for hours! (A knowledge of chess useful with the King's 
Peril) 

3. Counter-Slot is a "simple to understand but difficult to soke' puzzle. 
It wiM probably drive you mad while trying to solve it. 

PAINT BOARD PACKAGE £6 99 

NETWORK & KING'S PERIL £1 99 
COUNTER-SLOT £4.99 

All programs run on any Atari, except ST, with at least 43k 

Prices include postage and packaging 
Make cheques/PO's payable to Amethyst Software and send 
with your address to 

AMETHYST SOFTWARE 

3 Oban Avenue, De La Pole Avenue, Anlaby Road, 
Hull, North Humberside HU3 6SB 



ST ACCESSORY PACK 

THE IDEAL GIFT 

Superbly packaged, top quality accessory pack 
for new ST owners or old hands - the ideal present 
All the accessories the ST owners might need in one neat 
gift package. Comprises modular DISK BOX to hold up to 

150 disks, top quality MOUSE MAT. JOYSTICK 
EXTENDERS, MOUSE HOLDER and DISK HOLDER 

Recommended Price £39,95 
OUR SPECIAL PRICE £35 

Post and packing free (UK only) 

Send cheque or P.O. or quote Access/Visa number to 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
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write to 

Mailbag 
P.O. Box 
54 

Stafford 
ST16 1DR 

ENGLAND 



K)R BETTER OR 
WORSE? 

Apparently the latter. Why? 
Well, while I was happily dig- 
ging, in the latest issue dune/ 
July) I discovered some bugs 
which are just plain stupid, 
Although [ probably won't be 
the first to write about it 1 
would like to point them out. 

It starts on pages 12 and 13. 
There are four listings num- 
bered 1 to 4. According to the 
programs themselves they have 
the numbers 1, 2, 3 and 4 but if 
we believe the remarks under- 
neath they are numbered 1,2, 
2 and 3. Not a horror, but still 
annoying. 

Next we hop onto the MCQ- 
TLST on page 26. According to 
the programs you printed list- 
ings lj 3 and 2 in this rather 
odd order. However the re- 
marks state the listings are 
printed in the right order. 
Now for the real horror story r 
starting at page 44, the Real 
Time Clock, You printed 2 list- 
ings, one for Disk and one for 
Cassette users. How nice! Both 
programs have been split into 
two parts, resultiny in a total of 
four parts. Obviously the inten- 
tion was to print all four pieces 
but that's not quite what hap- 
pened. Indeed there are four 
pieces but still the first part for 
Disk users is missing, i guess 
that this is about the only time 
that 4-1 makes 4. I hope to see 



Issue 39 and pleose r please, 
please make sure it will be 
perfects 

N. Lamers 
At hi r r% eld. 
The Netherlands 

Guitty to the first minor one but 
the olher major, and unforgivable, 
cock-lips happened after the 
artwork left us. What was said 
when we saw that issue does not 
bear repeating in print! Suffice it 
to say that I wan quite annoyed. A 
great deal of care is taken with 
the listings and they ore checked 
and double checked as they are 
pasted up and they were alt per- 
fect when sent for origination. The 
listings were then stripped off for 
tints to be added and pasted back 
in the wrong place. It won't hap- 
pen again, beiieve me! Apologies 
for the inconvenience. For more 
details see the Update column this 
issue. 



DOS OPTION K 

As far as I know many Ata- 
ri ans have never used option K 
in the DOS menu. BLASTCOM 
in Issue 37 is a complete 
machine language program 
that must still be run in Basic. 
You can get the source code but 
you don't need it to create a 
binary file, fust use option K in 
the DOS menu! Here's how to 
do it- 



Prepare a freshly formatted 
disk, boot up your machine 
and load BLASTCOM but do 
not RUN it. Change line 340 to 
340 STOP. Now RUN 
BLASTCOM. 

When the computer has stop- 
ped at line 340 P go to DOS 
(don't switch off and reboot). 
Insert your formatted disk and 
choose option K In the DOS 
menu. Type BLASTCOM.COM, 
6000 t 69 AA M 6000 and press RL- 
TURN. A binary file of 20 sec- 
tors will be written. 

Now you can run BLASTCOM 
with option L in the DOS menu 
or with any menu program, 
without using BASIC! 

John van der SpoeL 
y.wijndretht, 
The Netherlands 



UPDATE YOUR SUPRA 

For over a year now SupruD- 
rives have been fitted with an 
internal battery backed clock/ 
calendar facility. This is an ex- 
tremely useful feature which, 
via the supplied 
SLJPCLKRD.FRG, sets the Atari 
ST r S XBIOS clock at boot up or 
after a reset. However, it does 
not set the GEM DOS clock, 
which Is used by some prog- 
rams such as Word Perfect, 

Martin Dryden has kindly sup- 
plied Frontier Software with a 
small program which sets the 



WHY NO ST LISTINGS? 



1 thoroughly enjoy the maga- 
/iiK. especially Ihe 1u to rials but 
find that the ST section is far 
too short, and loo full of games 
reviews, when you read the 
8-bit section, which 1 do, there 
seems to be three or four list- 
ings in each edition, covering 
ail sorts of subjects. I would be 
happy to see some of these list- 
ings or their equivalents for the 
ST. After all not everyone who 
has an ST has had previous ex- 
perience with computers, and 
not all ST owners wish to play 
endless games on it. Far better 
to type in a listing and learn 
from that program what your 
computer can do! 

f .A, Chadderton, 
Le y land Lanes 



The great thing about the 8-bit 
Atari is that everyone who buys it 
gets an excellent version of BASIC 
built into the machine and knows 
that anything other more experi- 
enced users have written will run 
on their machine without them 
having to go out and buy any 
extras. The sad thing about the ST 
is that Atari made a huge blunder 
by supplying a disk based version 
of BASIC that was fuil of bugs 
and got such a bad reputation 
that no programmer wants to use 
it. What then happens is that lots 
of people go off in their own 
favourite direction and many lan- 
guages are used. The end result , 
as far as using the program might 
be the same, but the problem with 
printing a listing is that maybe 
only a smalt percentage of readers 



will have the language concerned. 
There are other problems too. On 
the 8-bit Atari some amazing 
programs can be written in a 
mere 48k yet on the ST it seems 
that it can take up to 10 times as 
much memory to achieve a similar 
result and there is just not suffi- 
cient room in a magazine to print 
such listings. Many of the better 
programs also have support files 
such as pictures, resource tiles 
and sound riles which cannot be 
printed. It is possible to write 
great programs on the ST which 
can be typed in in $1 6ASIC as 
Paul Lay demonstrated with MAD 
but these submissions are rare 
and besides, you learn nothing 
from typing in a lot of machine 
code data. Mind you, in ihe case 
of MAD you did get an incredible 
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GEM DOS clock from the XBIOS 
clock. When placed in on 
AUTO folder after the 
SUPCl.KRD.PRG. any minor in- 
conveniences regurdi ng the 
GEMDOS clock ore effectively 
eJi ml noted! This program and 
its source code is available for 
free distribution - simply supply 
us with a formatted, single 
sided 3.5 M disk. Further, our 
hard disk drive Supra Utilities 
software disk is now at version 
3.37. If an owner would like to 
update to this version, please 
return your original Supra Utili- 
ties disk and £2.50. 

Martin Walsh 
Marketing Manager 
Frontier Software 



program. So what language 10 
support? No magazine seems to 
have found the answer to this. 
Perhaps the most promising lan- 
guage is 5705 which has the abil- 
ity to dump picture files and the 
like as u re-typeuble text files as 
you will see elsewhere in this 
issue. Length of the listings might 
still be a problem but it looks so 
promising that we intend to pub- 
lish SJOS listings in future, if we 
get any submitted! 

Thanhs to all the overseas 
readers whose fetters appear 
in this issue and the many 
others who also write try us 
from far and wide. Does any 
one In England read the mag? 



mixing Graphics 0, 1 & 2. Any 
chance of an article? 

D. Tirth 
Bath 

We have covered this before but a 
long time ago. We are still willing 
\o publish any programming arti- 
cles of this kind if anyone can 
come up with a fresh slant cm 
things. It is a long time since we 
received any kind of contribution 
along these lines, perhaps all the 
users who know how to do it think 
that it 's all old hat by now? Not 
to folks who have recently bought 
their machines. Perhaps it \s about 
time we started covering some of 
the old ground again? 



UNBELIEVABLE! 

fust u note to thank you for 
selling my 8-bit system in CON- 
TACT June/|uly. Subscription 
users have the advantage on 
bargains in the column. Let me 
tell you whut huppened. 

When my Page 6 Accessory 
Shop order form came through 

I knew the subscription Ata- 
rians would hove their mag 
while Newsagenters would 
have to wait another day at 
least. At 6 pm, the time stressed 
in the mag, the phone went 
CRAZY. In the first night, up to 

II pm, I hud 127 callers! It was 
unreal. As soon as the phone 
was put down it rang again. 
Now four nights later the run- 
ning total of callers is 531 plus 
whatever my mum did not re- 
cord. I have the names and 



telephone numbers of so many 
fellow Atari users all wonting 
to be rung if the order fell 
through. First to ring was a 
man in Middlesex. 
[ here is a major shortage of 
S-bit drives. Callers did not 
want a XF551 because it was 
unreliable but mostly because 
it did not match their XL 
machines! 
Thanks a lot again. 

Adam, 

I ytham St. Anne 

Wow' 



LIKED IN GREECE 

Congratulations for your 
magazine. 1 am a proud owner 
of Atari 800, 130X1 and 1040ST 
computers. I read every month 
your magazine and I think it is 
perfect. It contains everything 
an Atari owner would like to 
know. 

Almost a year ago I was about 
to lose my enthusiasm, because 
! thought Aluri 8-bit computers 
had at last lo.st their power, But 
since I storied reading your 
magazine I felt that there is still 
much power left in their chips. 
Atari computers are still the top 
of home computers. 
Once again congratulations. 
Keep up the good work. 

Taki* J'ouriiuUis, 

Athens, Greece 



FROM ONE SIDE OF 
THE WORLD 

I am a new subsc riber U> your 
magazine that wants to talk 
with you (with some difficulty 
because I do not speak En- 
glish). Congratulations! In a 
short time I'm impressed with 
your seriousness and very good 
quality. To fulfil offers is not 
very common virtue (I have 
three older magazines subscrip- 
tions). The only complaint l 
have is that you are not a 
monthly magazine. 

Help! Some file games do not 
run in a Spartados or Mydos 
dnuble densily formal. How 
could I know it before I spent 
time saving ... and deleting? I 
have un 800XL with RAMBO 
XL and I can't run either PRINT 
POWER or THE PAWN. Could 
you tell me what other prog- 



rams need the Antic chip? Do 
you know some menu-autorun 
for binary files that permits 
double density and maybe dou- 
ble sided? 1 am using Microdos 
(from Analog) but it doesn t 
write bytes 129 - 256 and I 
must re-write them. I would Like 
to buy ATARI BASIC by 
Albrecht. Where must I write to 
and how much does it cost? 
Thanks in advance. 

Luis t awards, 
Trujillo. Peru 

Thanks for your comments, Luis, i 
am afraid that we can 't help 
much on your specific queries re- 
garding the problems with the ex- 
pansions to your system since, in 
the main, we only use the stan- 
dard Atari equipment, txpansions 
such as the RAMBO XL are not as 
common in this country as in the 
U.S.A. but I am sure that some of 
our readers will Ire able to help, if 
anyone can answer Luis s queries 
please write c/o Page 6 and we 
will pass the letters on. the only 
one we can directly answer is your 
last question concerning the 
A7ARI BASIC book. Unfortunately 
this is now out of print so your 
only chance is to get a second 
hand copy. When new it cost 
around Li 1.95. Maybe a notice in 
the CONTACT column wiil do the 
trick? 

... TO THE OTHrK 

I am writing in response to 
your invitation for overseas 
Atari Users to write and tell of 
their situation. I have owned 
my Atari ST for just over a year 
now and although I am in a 
very poor situation, I have 
stuck with Atari, as the ST still 
amazes me. In my area, there 
is only one other person I know 
with an ST. There are no 8-bits 
at all. There is no support 
whatsoever from either Atari or 
my dealer. I can get no soft- 
ware from the dealer, so I have 
to order everything by mail 
order. The problem is that the 
prices put everything out of 
reach. The computer is cheap 
enough (compared to un 
Amiga it is $300 cheaper) but 
the price of a game ranges be- 
tween $50 and $901 Buying a 
game is a big occasion. We 
don't even get the .software 
bundle that UK Atari owners 
enjoy. 

Although there are plenty of 



This letter sounds like an attempt 
to get a bit of free publicity to me 
and to think that they even forgot 
to include a free copy of these new 
utilities even though this entire 
magazine is created with the help 
of a Supra Drive! Still., no hard 
feelings and we'll even give you 
Frontier's address which is P.O. 
Box 113, Harrogate, North York- 
shire MG2 0BL 



MIXING GRAPHICS 

In one of your recent maga- 
zines the statement was mode 
that it is possible to mix any of 
the graphics modes on screen. 
So far, I have only mastered 

ZD 



BLOCKBREAKER 
JOYSTICK ROUTINE 

Votre magazine PAGE 6 pour 
les 8 bit est super. Au no, 20: 
BLOCKBREAKER e'est un tres 
ban jeu mais je ne dispose pas 
de puddle. Comment adapter 
ce jeu pour des joysticks? 
Pouvez vous m J apporter une 
solution en modifiont le prog- 
ramme? 

Sinceres remercements. 

Monsieur Cagnon Fredy 
Viry, I hat ill on 
trance 

Le joystick routine est dans le 
Issue 22. Le Issue est still avail- 
able., regardez le back issues page. 
Bet you thought I couldn t answer 
that one, didn't you! 
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BONUS 



Atari Users in Victoria, the User 
Club (ACE) is 200 kilometres 
away and meets one Sunday 
every month. The journey itself 
is long enough but ] have to go 
to school so, as yet, I have not 
been to a single meetiny Your 
magazine is cheap compared to 
most overseas magazines and 
from what I have seen of it so 
far, 1 think my newsagent will 
be reserving me a copy of New 
Atari User for some time, 
If any ST user feels sympathetic, 
don't hesitate to write, please? 

Jared Qui iter t, 
6 Newtay St. 
Numurkah VIC 3636 
Australia 



GIVING IT ALL AWAY 

in response to David McLaren's 
letter agreeing with the idea of 
listings on tape f I thought I'd 
tell you about an idea that 
struck me while reading the let- 
ters. Why not stick the listings 
on tape on the cover of the 
magazine like Your Sinclair do 
regularly. It would not be ex- 
pensive and you could order 
the copies in the same quantity 
as the magazine i,e. 1 per copy 
of NEW ATARI USER. For disk 
asers the tapes could be used as 
audio tapes therefore an 
advantage for disk users As for 
the current system of a free disk 
for every subscribed issue you 
could stick to that as well, 

Shappir Alim. 
Landau 

Quick mother, briny me the ox- 
ygen mask! Would not be expen- 
sive? Neither is a new Porsche if 
you can afford it. We could prob- 
ably get the tapes duplicated for 
about 20p each so that's 25.000 
times 20p which comes to a mere 
£5,000 per issue or £30,000 a 
year. And we would be giving that 
away!! Good job I'm sitting down 
to answer these letters. Anyone 
want to sell their Porsche to fund 
this idea? The economics of 
magazine production means that 
if you sell about 80,000, like Your 
Sinclair, you can afford to do this 
but if you don't, you can't, so 
sorry Shappir no free cassettes, 
not unless you want to buy 
60,000 copies. And before anyone 
gets the wrong idea we don't give 
away a free disk to every subscri- 
ber either! 



TURBO TIPS 

I would like to congratulate 
you on your support for Turbo 
Basic, which I consider to be 
the most superb Basic I have 
ever used, I would also like to 
inform your readers about a fe- 
ature that does not appear to 
be documented. If you are a 
programmer who can't keep up 
with your listings when you list 
them, try pressing the OPTION, 
SELECT or START keys. By 
doing thls> the listing will scroll 
past at a greatly reduced speed. 

Before I go 1 would also like to 
congratulate you on a maga- 
zine that, no matter how im- 
possible it may seem, seems to 
double in quality each issue! 

Stephen Firth 
Preston 



PIRATED SOFTWARE 

I read Games they Never Re- 
leased' with interest as I own a 
great deal of that software plus 
many more such as Mr Do's 
Castle, Mario Bros, Vanguard 
and Hunchback. 
The problem I have with this 
software is that it is ail pi ruled 
and not re-saleable on the open 
market. Could you please tell 
me if the copyright laws in 
North America apply to us here 
in Britain and if I could re- 
release this excellent software 
into the public domain or sell it 
myself:' I am sure there would 
be a good market for this soft- 
ware as all of it is top quality. 
Among the software available 
in the U.S.A. I also have a copy 
of Load Runners Rescue, the 
follow up to Load Runners Fol- 
lies which is a very good piece 
of software. If you are interes- 
ted in any of this software, 
please contact me as I will be 
only too pleased to help. 
Name and Qddress 
supplied. 

Some of the games you mention 
were never released anywhere yet 
the author's copyright stilt applies 
worldwide and there is nothing 
that can be done with the soft- 
ware without the copyright hol- 
ders express permission. And to 
save you ail writing (as happened 
last time we mentioned pirated 
software) we will not pass on your 
requests for copies of these 
games! * 



PROFESSIONAL 
GOLF 

by K.F. Baker 




t am 



Hert s your chance to take part In a series of professional golf 
tournaments, either alone or with up to four players, and 
you'll be playing against the world's top professionals includ 
ing Greg Normam, Sam Torrance and the rest. You can play 
all over the world too, as the courses range form Iroon to 
Augusta. 

Professional Golf is another great BONUS on this issue s disk. 
Each hole has different types of bunker, trees to avoid and 
appropriately shaped fairways. You have a choke of dubs and 
-can gauge the strength of your shot. Tfmmo of the swing is 
criticai as the bait can be sliced, pushed, pulled or have back 
spin. Once you reach the green, the screen changes to allow 
you to putt. 

At the end of each hole you will receive course news about how 
all 38(!) players in the tournament played the hole together 
with a complete overall storecard showing your position. At 
the end of each round you can save the game to continue the 
tournament later 

There are nine courses to load from the disk, real and 
fictitious, including Llndrkk, Augusta, Troon, Georges, long- 
out, Mean, Help, Yourout and Rlytham, If you want more, 
simply design your own for there is a built construction set 
allowing you to fully design and save your own course. 

Professional Golf is a game that will keep you busy for hours 
with the following features 

1 - 4 PIAYERS 

9 READY TO PlAY COURSES 

5 LEVELS OF PLAY 

FULL CLUB AND BALL CONTROL 

COURSE CONSTRUCTION SET 

FULL TOURNAMENT SCORFCARDS 



Professional Golf comes as the bonus on thK issue s disk- 
Disk subscribers will receive a copy automatically with 
their magazine but the disk is available separately for just 
£2.95. |ust send a cheque or P.O. with a written order to 
PAGE 6, P.O. Box 54, Stafford, ST 16 1DR or use the order 
form elsewhere in this Issue. 
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Lad broke Computing 

In terna tion&l 

'The Counfry's Leading Atari Specialisf " 






AMIGA 



i 



33 OrmskJrk Road, Preston. PR I 2QP 
Open Af&n. • Sfti. &. r 30 am to S:00 pni 
Lkxtfcr onquirien welcome 



YOU CANT AFFORD TO SHOP ELSEWHERE LOOK AT THESE PRICES INC .VAT 



I 



[Shi tfmpllH hu fVta )tMt of f»D kttpfOl to Awi »oi Iruir Ikdr ircmlin il M OrmlTi R:inl Tallin. V« J ratn Ihfftr CWsr jirnin* lhc) CHI rjffar Ihh' MCHld 1* P>»t "icttm biin CWJIrtf?"*. AH Soft*jrrj| |»..t» r r it ll'ttoc* 

ud fuih Ibled pHcr u pur^hfa* to mmr ihn reiiFinJ ^ n' mfm pihlng d lhcnii All Riardtearr a tupporlal h* wr mi kite <nipK«n mlhrt quk'b lurn around m ill resous it iiurinlnd There vrt iw hklik* nrib WVfllWTG. ALL PRICE-? INCLUDE 
VAT ASB KLIVEPA -a* «fa> nvcr f ]« mwdwwl UK*»n1 day Jrir— y *tfi. Air priai arr carnrt J tkrnrf iwni I n prei irrf w* i-jbjtv ::• :hi ii waaWaH prior ■vJ kt ?b<in* fty It1nr, jxittt, inforimlioi tdviinHye ¥i -ilw-ijk hjpK 1p ht\p.) 



Midistudio £99.99 



ulu ] li I u ju ! lj iu |lj|[dTlj jig] m f rs (da fatfoJiBla 




■ will give Steinberg's Pre- 24 a run for iff caeocy " 
ST WORLD Mwcfa 89 

Midisludio L« an arttratliych priced 20 track MLdt SL^ueruirig package It mn 
ret Drd ay In bS] bars pur phrase4pa»ern I Pn V4 1 f<? 1 LKJ iiflptwi An> phrase 
(HI be plated on any tnd. Trucks uafl be soloed, and meted and inwk-H and 
phrases van be Mined Prosr-am numbers ma be displaced in a variety of 

tut* indudEnj, 0-127. 1-12*. in bank„ from Jil|-bBS nraOI-bbJ TrW <l«k 

fcnEuvo slidm In «l relative relume* on eath tratk urn! you tan even do 
ii nu\. i.'rt lhe f l> . Midbludio also has a dot* to dupbiY 1h* lertglh of lhe 
Ia<i pLaybnek. Mitfcsimiit> has step lire note cdH Fumtions Inc. Ludtnji copy, 
i:. rritryiL, Hppx:nd, :md Ir.irti-jouL, vtLDLit> vxli1in|[iint.'l Jilir.j a hurrmncru 
|un<.iir>n:' lull i, nni rplUr (sUiinj. (|Uhnti r.ini unii H biFfer whii h * ill i1or e k 
LPjjj of a phrjri^ fqr rm-.i|. ni'm ttiatrukih ^ vditi n |t- DciTlO ■Jjsfc j£3,99 



8 If/i Hard warn-So fi ware 



Qualiiy Scanning 



Alwi 2fXX> VCS with py^litk 
Aluri o£ XL iliirkT pin.n Lim.lui1& 
CmjiJi joMtkk rund ikla rtwnkr. 
Alari \E ^'GS intlmlts Ci^rrws, 
p>'%1ii;k, lij(inl |pjn 
130XE ilwlLT pack inkLton 
gjimca. jomtik ^nd dhU :ct«Dcr. 
XF551 5.25" Disk Drive for XE> 
XL sysltfirib 
XC12 itala morJur 

Irak cwLI 

PfiO SO00 jo^ttk 
Wc bold, itwk of approi 300 1ilLca fur Lbm ubri 8 b[L 
m.LLhinut in < iiir*dn«, Jt*k «nd uajacttc forrnnti. Plcau 
send SAE: for lull caUtojiue-. Wc ibn dock tihe full 
rnw of Atari ft bit peripheral*,, printer Interface* cic. 

Phone for besi prices 



179.99 

f 119.99 

£169.99 
$27-50 
£9.99 
£9.99 




Fr« defiv«f>' CMninihcTd UK only) on orckf* over i"40 r 
fw nrOws wwfcr 440 ndd f2,50. 



^ fozi Scanner £499.99 

LtiLfLrGkc Cmfnrtlns'i A4 Flal bed xennnLT Li a grunt 
vaLtw &«niwr -c kiLh hum at 20C efpi. Bring high <{iki]l1\ 
hk'.inn:ny 1n ;. c:.lt homu h. r fJj>J.'.r>j: Puhliishins 



SCAN AT UP TO 1000 DPI FOR ONLY^ 

DcmofiBtratiofl disk (low rtsJ £3-99 (£2.00 rtdcclfTr^bJt) 

The Iwbs<c Scjinivr van provide hijjii qitalitv ^raohtLd digitiitri|j ft* ii 1en1h 
nf the tufflt of dUvh LLigiitwx. Thi* slmpk urnt p|ui> into l^ie- LjtrtrtujK port 

oF I no ST nnd ;n.\ Lpti ^La.nnnJ LnFurma.1[L>n via uplrua.! LatJes vfh»uh \i\ ua^ily 
id ihK bead ol *.ny prmitr. Stwrwd irmnes <,!in be in raw ufeiU. Defiis 
,Ncovlirom<; and IMG formtilH, klcjil for DTP tqjpfwMttonci. The Scflwrtrt 
sLipjxxts sLannirkif resQluniow o( 7J.I50.2 l$J00.3w nnd HKlO dott jki intJi 
hofiKor.Ulb An example dl^k is. Available whivh iDrHaJro, a ilEdu Uhou- uf 
ll-.* ruxDjurinn ir*ne;s s**rffl«P *ilh llil* prodwvl, The v«l of this dusk b 
S 3.99, 1 2 .DO of which ii r ud uem ab la om purehaav of a stunner. 



New Low Price Printers 



Siw LC It) £169,99 
Star LC 10 CoIodt £219.99 

Sat LC 2-V10 £299.99 

Epson LQ500 £319.99 

ClttMII I20P £139.99 

5LM SW Uwr £1099.99 

Ste spveinl offers for Proiwiaioral series printers. 

Phwic for otrwi. A I" or in Iff" -.otk- loniflclf with l^lk! 




Peripherals & Dust Covers 



3.5" disk tart IS.W Lbmpulun 

C."Kf Tabids A4 >i«iitor< t"4.99 

A3 LB IS Uiik [>i™ £2,99 

H^wk smnner £1 250 Hard Diiks 1"4.99 

I raker bii!UST-*riijpiJ t2l.99 rVintcT!! t7,99 

» * IW dltji box £9.99 Other* phone 
PK'.tiu tur prievl on all SIG\A prrxlut-lN »uek aet Lnitbri hand AfHnrw 
*ilh or without (X'rL 5ign«m 2. Aujur DCK, 



//art/ drives 



Vwfcji. 40MB(ST 6v Amisai £^99,99 

McKafde 30 I.3TI- £^74.99 

VkBiiftle 60 [ST^ £599.99 

Si^ra 30V1B <STi f 474.99 

Third Coasi bi MB (ST^ £574.99 

Umiic^ I^i9,99 

Lardtrokc Computinii 20Mb drive (ST) £259.99 




Monitors 



S.V) liN Mmwlitvinc Monilw, £99,99 
5C 1224 Colour Monitor. £299.99 
Phillip S»,W t-'olwr MwiiKjr. £349,99 
n4tiltbyni' toloLir Monitor*. iPhoni: 
fhillip* 1J" Remole, Start. I'v wilh 
4:0 Inner prc*:!*. £^29.W 
Vloniiori, tL-iluu 1 10 if boujthl wiih t'ompuler phone For Tv'-s. 
All niorirton come with Karl to STrAmtfr etc 




Disk drives 



Cuotm 1Mb f>ive<STJ „ r ifl9,99 

Cmlana interna. LM^ DrivetSTJ 

(kil or rrtted} £74.99 

Plvwe note -ST's caac may need tLUlLni tor 
ibuv'L internal driven 

Amijja 1 Ms firihe liishhU 1 swikh Ihrouiih nor5 
ArB bool iv^ikh ifitleJHSTi 




Special Offers 



Star Laser printer S, 1 Mcj!ib\lL- RAM as standard jpsrade^ble lo 

2 Mb, 8 reudent fonts, HP. IBM. Diablo, Epson crruitation, 9 page* 



per rttirtide, 300 dpi. 
W FR-10 9 pin 

Star FR-15 15 *> pen 
Star XB-24FL0 24 pin 
Slar XB-24rT5 IS" 24 



1 1599,99 
f399.99 
£514.99 
£514.99 
£699.99 



These Star pricttra have 12 cnnlha on site vpaitantvdJK MaJnbnd! 



Repair Centre 



Our Aiari trwned <ni[irK<r» tan repair all hardware, EnvltidinK Ambiaa, in minimum time art eoarpetetive 
prjees. We can nrrani£< Plirkup for prompt (tetiverv lo our«lve» lor £ 1 1 ,50, NeXl da v fourier return £B,00. 

UPGRADES EX-STOCK 



\ STM irilted) f 119.99 Board + 1 Mil upyt*i»c«in.MXST) £149.99 

> Mi STFM H kil l- £89.99 Bwrd ♦ 2.5 Mb iipEradetfittcdJiSTl £299.99 

STFM upyrade ftHtnm servkip £25 Fksird * J M|f uppadetfillediKSTi £199.99 

PfChSfi thctk rmthinc eOnFi|piraj1iyn befwu LTderinB- All Efll Jn( pr;Ld L|Lio1eid for rruehinL* ml pre vigmly 
tampered with. Due to the ecmpfexih of ihu imtalUliDn we mud mdall *rtl upBnxie \\k board for you. 
W\ Lrpjtrax.Ur^ and rejAiir^ earrd mir3 rr ninths jmtIi nnd |;ibour Buvant-ee. FVe b&fi ^T'i tan only bv ii|vr.L.:lo.l 
t;. 2 ME Prune now for our BFJder chip upyradei whivh wnrfc, with V],09 OS. 
Phone for our Arnica 51 2K RAM Eiknumn board wilh or wLthout elock, papulaled or pripopulfltnl. 



New Low Price Quaiity Disks 



All our duk? are lop ditnlily Sony. HaiueLI or Kao prodvcli, not (.heap imports. AEL disks pnrjr an 
urvtOTLlilEpnail (ifilinw y.uar;Ln1etf. 



QuintHy 

10 

10+boK 
100 

100+txjx 

Sony Branded 3.5' 
Sony Branded 3.5' 



3.5" D/S 
£8.99 
£9.99 
£79.99 
£82.99 

D/S Boxed x 10 
D/S Boxed x. 100 



5,25" DfS QtD % TPI 
£6.50 
£7,50 
£60 
£65 

£10,99 
£99 



New Low Prices 



Computer Systems and Pac ks 



New Low Prices 



520 STFM Expforcf Pact 

IkIimIh Atari 52V STFM with VI M« Memory, 1 Mg drive 
and biolubl Ln.-ludca bulonal dLifc. 

320 STFM Super Fsck £329.99 

Indiulci Atari 520 STFM with \Q Mg. Msmory, 1 Mi drive, nouao, 

k?y*tirk anal ■ Koftwjra ptvek includinB OTjniniier loflwaro 
and 21 top t|4MaEil> jprrrta. 

520 STFM FbwcrFtei 



£269. 99 Amiga A500 Pscl 



£369.99 DTP Parts 



Lrtttudtt bait MLling Amiga A500 vornputcr wilht 111 Mg memory 
1 Mi drive, Eintac and Tcnalar toflwarc pack wortfc £200. 

AtariMe&tSTi+MonoMtm £599.99 



Iphofw 



The new Mega ST 1 ineludct separate te-ybooid and t^u UFiUet 
chip , clock, 1 MB RAM, mouse and a buaioeaa aoftvraro puck 
inclndiriB dalubmc, word proc cater, speadaheet and 8 ftStC »oFt wart. 



this paek com«1» of Megi 2t cr 4, ciCernnl I35"dritc 
i of 30 Mb hard drive*, SLMJKJ4 Laacr printer. MptH? 

monilor, loftware, 90 day* on lite maEn1«ance, 

Atari TbrtfotxrfpaciGi pcj£249. 99 

Thcx junarinB hand, held n>mpoter it IvLly MS" DOS 
tumpaLib k- and |uu buLJt jn software jovludioi addrcsy book 
. tejd edEtur, diarv and h Lulira 123 file L-ontpalibfc a<pread- 

*aoet. 128K fr« RAM, 256k ROM 



Include* Alwi 520 STFM with U2 Mb Memory h 1 Mb drive, 

itiduk, joyitiek and aofl ware punk coniiitl'Tur of oruanticr software 
Pint B ASIC. Fint Muale and a a^Lcetion of 2,0 too «|Uajity gajriKM. 



£359.99 Atari Mega ST 2+Mqbo Mon £93149 Atari PC 4 (SQ286J £1499 



Trur Mt - ua ST 2 irtvludea atrpcTalc keybotard and tpu, BIEttcr chip, 

1 MB RAM Hid mouse. The Mega 5T 2 alio indodoi a 

ballery backctl flock flffl bu^trm software. 



The PC 1 ha i an S02S6 provtttor runnEnjt al S or 12- MEL, 
1 MB of RAM.60 MB hard drive. 5 AT and 1 XT ciparr 
aion slot*, Per Mono monJor add £100. Plionc fw utht-rs. 



1040 STFM Super Pack 



£44999 

li>£lU(ka Atari 10441 SI PM with I M K Memory and drive and a 

choke of aofl wan pack* which include a buaEoex* paek w Eth 
database, word prKeaainv, ipreadshed and BASIC aoffware, a Midi 
poet with Pre 12. and a jpme* paid with 21 lop quality iidki. 



Atari Mega ST 4+Mgih* M<m £124199 Atari Ft: 5 (S0386) £2599 

'the Mega ST 4 inelndcs »cpcrnLe keyboard and cp*J, BLillcr chip, Th< PC 5 has an &03B4? protussor running, at 1 b MHy, malh 

4 MB RAM and niDune. The Mcjjb ST 4 also inclealcr a, coprotesiot stnieL, b>lK eat-he memory. 2 MB RAM. 

battery bucked vloA nnd buaUKaa atrftinarc. bO Mli hard duk with high performance controller, 4 AT 

and 1 \T slots. Por Mono montlor add £100. 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 



OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



The program listings in NtW ATARI USl.K am prcpgraU curefully to 
ensure that they can be typed In at easily as passible. Before typing 
any listings ensure that you are familiar with the use of the Shift and 
CONTROL and INVERSE keys as outlined in your computer manual. 
The listings are prepared to match exactly what you see on screen. 
Every character that you may see in a listing is included in the chart 
below for cross reference. By using TYPO 3 you can ensure that you 
type in the programs EXACTLY as they are printed. Remember, a 
single typing mistake may mean a program will not run. 

WHAT ARE THOSE CODES? 

Each Line of a program printed in NEW ATARI USER begins with a 
special two letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO to check that you have typed each line 
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LIST- 
ING PLEASE DO SO NOW, The program can be used as you type in 
each Line of a program or to check an already typed program. The 
code for each line will match but if you have problems check the 
listing conventions below carefully, you are most probably typing a 
CONTROL character incorrectly, TYPO 3 cannot check whether a line 
has been missed so if you have problems in running a listing count 
l he lines in the program and ensure none are missing. If the TYPO 
codes match and Ihe program still does not run, LIST it to cassette or 
disk using LIST "C:" or LIST "D:filenunW". switch off the mmpuler. 
re-boot and then ENTER the program using ENTER "C:" ar ENTER 
"Difiiename". Save this version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you can use TYPO 3 to 
check itself (see 6 below) it may not work if you have made 
mistakes. 

2. SAVE or CSAVE a copy of the program. 

3. Each timu you wont to type in u program listing RUN TYPO 3 first. 
The program will install o mu<;hine code routine in memory and 
then delete itself. Now type in a line as sbnwn in 1ht> magu/in* 
excluding the Ural two Jetier code and pmss hi. fUHN. 

4. A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to that line and press RETURN. The code should now 
match. 

5. If the Code does not match, use the editing keys to correct the line 
and press RETURN again. Repeat if necessary until the codes match. 

6. To check a line you have already typed I IS I the lint?, place the 
cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE it in the 
normal way. 

You can type in a program without using TYPO 3 and then check it by 
SAVEiltQ or CSAVEing a copy of the program, running TYPO 3 and 
then LOADing or CLOADing your program and proceeding as in step 
6 above- 
Always SAVE Or CSAVE a program buforw running it and always use 
TYPO before telling us that a program will nol run. 



EI 1 REM MXXMMXXMUMXXHHXEMMXMMXMMXXKMMXK 

AL 2 htm * TYPO III by Alec Benson * 
» June 1985 * 

5fl 3 rem * A proofreader for ANTIC and * 
* PAGE 6 based an TYPfl II * 
-* published by antic magazine * 

EL 4 REM XXMMMXXMMXKKMHXXMMMXKMXX I CMHMXHK 
5G LOO GRAPHICS 8 

WC 110 FOR 1=1536 TO 1791: READ A : C*t=C K + A : 

POKE I , ft : NEMT I 
CG 120 IF CKO30765 THEN 1 "Error in DATA 

statements - Check Typi ng M : end 

VM 130 A=USRC15363 

VT 140 ? ;? "TYPO III is UP and running": 
MEM 

MA 1000 DATA 104 , 1GB , 0 , 1S5 26 , 3 , 20 1 , 6 3 

HG 1010 DATA 240 , B , 200 , 200 , 200 , 1?2 , 36 , ZO 8 

OB 102O DATA 242 , 96 , 2 00 , 16f , 73 , 1 5 3 , 26 , 3 

RK 1030 DAT A 200,165,6,153,26,3,162,0 

RR 1040 frflTfl 189, 0, 220, 157, 79 , 6, 2 32, 224 

TO 1050 DATA 15 , 206 , 245 , 169 . 93 , 141 , 83 , & 

KG 1060 DATA 163,6,141,84,6,173,4,223 

EU 1070 DATA 105,0,141,95,6,173,5,228 

BK 1080 DATA 105,0,141,96,6,169,0, 162 

KK 1090 DATA 3,149,203,202,16,251,96,0 

ZR 1100 DATA 0,0,0,0,0,0*0,0 

LD 1110 DATA 0,8,0,8,0,0,32,94 

JH 1120 DATA 6,8, 72,201,155,248,55, 230 

TU 1138 DATA 203,133,209,139, 72,16 3,0,133 

TW 1140 DATA 206 , 162 , & , 10 , 3 6 , 208 , 6 , 2 0 9 

MF 1150 DATA 144,7,24,101,203,144,2,230 

R L 1160 DATA 208, 202 , 208 , 239 , 133 , 207 f 24 , 1 
05 

TM 1170 DATA 204,101,207,133,204,165,205, 
101 

AM 1180 DATA 200,13 3,205,165,206,105,0,13 
3 

KH 1130 DATA 2 06,184,178,104,40,96,138,72 

NR 1200 DATA 152,72,162,0,134,207,134,208 

GF 1210 DATA 1 60 , 24 , 6 , 204 , 38 , 205 , 38 , 206 

EA 12ZO DATA 38, 2 8 7,38,208, 56, 16 5, 2 0 7, 233 

TH 1238 DATA 16 4,178,165,200,233,2,144,4 

SK 1240 DATA 134,207,133,208,136,208,227, 
162 

CE 1250 DATA 8, 1&5 ,207,133, 204, 165 , 2 88 , b 

KH 1260 DATA 204,42,201,26,144,4,233,26 

HO 1270 DATA 230,204,202,206,242,133,285, 
163 

GC 1200 DATA 128,145,86,200,192,40,206,24 
9 

MM 1290 DATA 165,204,105,160,160,3,145,88 

OA 1308 DATA 165,285,24,105,161,200,145,0 
8 

MO 1310 DATA 32,69,6,104,168,76,153,6 
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XL CONTROLLER CARD PPB II 


£44.95 




XE CONTROLLER CARD PPB II 


£49,95 




includes Master Utility Disk, 


Programmers Disk 




OPTIONAL SWITCH PACK 


7.95 


XL TO XE UPGRADE PACK 


9.95 


CONTROLLER CARD PPB II SOFTWARE 


tAmw Utility disk (4. 20D} 




Superdump Toolkit 


10.00 


Help menu designer 


4.95 


SHQ Print Enhancer 


4,95 


Programmers disk 


2,00 


1029 Snapshot disk 


4.00 


System Enhancement disk 


3.95 


60 Column Emulator 


2.95 


Omni men Emulator 


2.95 


Ultrampn Emulator 


2.95 


Auto- Men j Emulator 


2.00 


The Disk Warper 


2.95 


(requires Super Archiver) 





SOFTWARE 



PRODUCTIVITY 



PRK^r 



OUR 
PRICE 



Ptinlahop 
PS kan (Me 1 
PS Icon disk 2 
Vsnar. 

Family Finance 
AtBnWrler Plus 
Homeword 

DMigntri P*r*Cl" 14-95 
Basic Compiler 29,95 



3455 H95 
1995 5.M 
13 35 50" 
39.96 16.95 
29j95 14.95 
19,95 11.95 
32 J : U.95 
l!.9S 

7.W 



iSfiartaDois campalible-l 
Slocks 4 Shores. lfl.95 

(hp** met 

Stock Aniysis u 3 s . 

Bond Analysis 19 a 5. 

Stock Chir-i'iq US' 

ADVEffTURE-STFIATEGf 

JUtemalp Reality 19.95 1295 
City 

Mission Asltroid 19,>5 MS 

The Golden 19.95 5.95 
Fleece 

Atyiwn " 95 5.50 

Lapis Ph-ilo- 12,95 5.W 
aophorum 

J Capers Creepers 1.2.95 S.B0 

Hmli Dwnon 9.95 4.0a 

Sta 'crass £4.95 9.00 

r-Dily*ooc Mi| rx 24,95 12.D0 

Susped 24.95 9,D0 

Seaslalker 24.95 9,50 



ARCADE 

Dodge Racer 
Replon 
River Raid 
Jung Firsl 
ZtXHOft 

Rosens Brigade 
Sea EtandlE 
O'Ri ley's Mine 
P.C.H, (Froftftftrl 
Clow ns- A 
Btfbans 
RobOl & Ftctory 
Matlsst Chldtsn 
Pots Position 
Smash Hits T 
Zybex 

Ke-my Dalgle-ish 
football Manager 
Pooyafi 
Food ngM 
Oeserl Falcon 

OrDISK 

C±CASS£TTE 

RtROH 



19,95 5,95 P 

29.95 7.59 □ 

12.95 6.09 R 

12.95 5.50 D 

IMS 5.00 0* 

12 95 5,00 O^C 

9.95 i.SODC 

14.95 5.MO.C 

14 95 5.50 0'C 

14.95 5.50 C'C 



7.95 4.50 
9.95 5.00 
1495 5.5Q 
14.95 6.51 
4.00 
9,95 



14.95 5.5ft WC 
14.95vi2.5ft P 
14.9512.50 Ft 



ATARI APX 
CASSETTE SOFTWARE 
£2.95 each 



P HO BOS (sequel Co Caverns of Mars) 

MORSE CODE TUTOR 

BANNER GENERATOR 

PLAYER PIANO 

747 LANDING SIMULATOR 

TERRY (artificial intelligence language} 

PRO-BOWLING 

BUMPER: POOL 

INST EDIT (character set designer! 

POKER DICE {Yahlzee) 

DECISION MAKER 

DISASSEMBLER 

CODE CRACKER 



CUPID PRINTER INTERFACE KIT 

with SHQ II 
Professional print software disk 
£23.00 

XUXE CXS. ROM VERSION 
CUPID printer interface kit 
£23,00 



ATARI LIGHT GUN 

with Bug Hunt Cart. 
£29.95 



VERTICAL DISK RACK 

£6.25 

50 DISK 5,25" STORAGE 
BOX £7.95 






r:::::::i. U u U y, 

:::::::::::::::::::: 



I CDMPUTERHDUSE 



ULTRABASE+ ST 



The ONLY Professional 
Integrated Business System 
for Atari ST Mega ST computers 
requires SMI 24 hi- res monitor 

sample pack available on request! 



130XE 
CUSTOM 1 II COMPUTER 

Special tealures Built-in prime' interlace Isld. 25 way 
D typei, system rewt commander, 1ont switcher, cus- 
tom system ferns, cassette orvofl ccniroller. high 
speed cursw, U.S. system colour defaults, ram drive 
bom cQnt'Dller £99 95 



320XE 
'CUSTOM* If COMPUTER 

The power machine, all the specia leature^. of ihe 
130XE 'Cuslofn' bul wilh a massive 327k oi RA'-' 

£149,95 

XE DUST COVER £350 



XF551 

360K DS-DD DISK DRIVE £149,95 

ncludes MV0OS 4.50 disk operating syslem with technical noles. 
ramdi&k source code and VTQC disk lixing utikty. Alan PAINT art 
package The PAY-OFF le-xl advenlufe. HOWE FILING MANA- 
GE H, the computerised card index dalafiase system. All connect- 
ng leads and manuals 

1050 part exchange service available! 

XF551 DUST COVER 3.95 



PHILIPS MONITORS 

BM7502 12" GREEN SCREEN £75.00 

CM8833 14" COL. DUAL INPUT. 

RGB/COMP. STEREO £245.00 

MONITOR DUST COVER .... £3 95 



320K RAM upgrade kit 
fori SOX E £59.95 

128K RAM upgrade kit 
for65XE £34.95 

320K RAM upgrade kit 
for 65XE £69.95 

(kits include all ram chips) 



5.25" DS-QD 96 tpi disks 
with write protect tabs 
and labels 

£3-75 for ten 



XC-1 2 STEREO 
CASSETTE PLAYER 
£27.95 

XC-12 DUST COVER £3.50 



ATARI 85 O 
INTERFACE 

£55.00 



PRINTERS 

HOME AND BUSINESS 

STAR LC-10 BW ., £185.00 

STAR LC-10 COL £225,00 

STAR LC24-10.., £339 00 

JUKI 2200 DAISYWHEEL 
PRI NTERfTY PE WRITER £129.95 

NEW PROFESSIONAL SEMES 

STAR FR-10 £389.00 

STAR FR 15 , £499.00 

FEATURES: 35D 12cps, 16 fonts, programmable 
memory switch, large butter, colour kil conversion 

STAR XB24-10 £499.00 

STAR XB24-15 £659.00 

FEATURES: 240:1 2 cps, 25 bnis, 35'4fl matrix 
5L0 fonts, programmable memory switch. 
3 OCR fonts, colour kit conversion 
FR.'XB INCLUDE A 12 MONTH WARRANTY 

LASER PRINTERS 

HERMES LAZER 800 £1 395.00 

PANASONIC KXP 4450 £1550.00 



ES 



14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01-731 1276 



ACCESS - MASTERCARD • EUROCARD ACCEPTED 
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HAWK 
QUEST 

A NEW CLASSIC THAT ATARI 
OWNERS MAY NEVER SEE 



T 



his is q review with a difference! 
The game I'm about to describe is 
not currently available in Britain, 
the Stales or indeed, anywhere else 
in the World. In fact, I can safely 
assume that no one outside the 
Dunedin Atari Users Club, New 
Zealand, will hove even heard of it! 
No price has been set, no release 
date is planned, and yet HAWK- 
QUtiT is a game of the highest 
possible quality, far superior to 
much of the 'unavailable' US soft- 
ware reported in Kirk Ruebottoms 
article last issue. In terms of 




graphicSr playability and addlctive- 
ness, Huwkquest Is a truly out- 
standing package. So why has it 
travelled no further than a users 
group on the opposite side of the 
world? Quite simply r nobody 
wants to publish itl Of the few com- 
panies nowadays interested in re- 
leasing 8-bit software, must will 
only consider budget -priced cassette 
material which they can produce 
with the minimum of effort, at 
minimal cost, One or two will issue 
a disk to accompany the tape, but 
none, it seems, will touch a solely 
disk based program, Herein lies the 
problem, as Hawkquest requires 
disks - two of them - and despite 
the writers' attempts to have their 
work distributed, they've been un- 



able to find anyone with the enterprise to 
assist them. Hawkquest is a superbly writ- 
ten, In-depth package of the sort that Atari 
owners would dearly love to see, but rarely 
do. 

There can be no doubt that the authors of 
Hawkquest ore both dedicated Atari en- 
thusiasts who know their machines inside- 
out and who have a genuine desire to 
benefit the 8-bit cause. New Zealand resi- 
dents Andrew Bradfleld and Harvey Kong 
Tin were also responsible for Laser Hawk r 
an excellent Scramble clone that was re- 
leased by Red Rat Software at the begin- 
ning of 1987 (and reviewed by Jim Short in 
PAGE 6 issue 36). Harvey is well 
known to older PAGE 6 readers 
through his valuable contribu- 
tions to the mouazine and by his 
talent for designing super 
graphics for computet qaimes. 
Quite recently he joined forces 
with ace programmer Paul Lay 
to bring ST owners MAD - one of 
the best type-in listings to have 
ever appeared in a magazine, 
Andrew and Harvey have put a 
tremendous amount of time and 
effort into perfecting the Hawk- 
quest project and the evidence is 
obvious from the moment you 
boot up the disk- 
There are two different games that 
together make up Hawkquest and they are 
related by the fact that access to the 
second game is dependant on a player's 
ability to complete the first, The plot re- 
veals that your home planet, lo- 
cated in a far-off region of the 
universe, has developed a unique 
power genera tor to meet the 
population's energy require- 
ments. The key to the techno! ogy 
lies in a special tnergy Crystal 
that cannot, unfortunately, be 
duplicated but which, in itself, is 
capable of infinite supply - 
what's more it's completely 
ozone friendly and pollution free! 
But all good things eventually 
come to an end and it's not long 



ground fortress ■ naturally protected by 
guards, robots and traps (what else?!). In a 
desperate bid to save your power- less peo- 
ple from almost certain extinction, you 
have taken on the task of retrieving the 
pieces and gallantly head for the fortress 
with a modest supply of antiquated heli- 
copters, loser guns, bombs and a packed 
lunch. Codenamer Mission Hawkquest' 
After loading the first disk - a sequence 
that's accompanied by an attractive pic- 
ture of your helicopter in combat - you ure 
presented wilh a title screen, featuring ... 
yet another artistic drawing of a helicop- 
ter! From here you can choose to either 
view the highscore table, select a level of 
difficulty or enter the demonstration mode 
- a wise choice for the first -time player! 
Alternatively, pressing the Start button 
prompts a switch of scene to the cockpit of 
your space cruiser. In the lower half of the 
screen there's an instrument panel from 
where you can view the inventory. Of 
course, this will be empty until you've 
managed to locate some parts of the mis- 
sing Crystal. There are various other lights 
and animated dials on the panel which 
are purely for cosmetic effect - and they 
really are very gt>od, adding an extra 
sparkle to the presentation. Above a cen- 
tral information window where all text 
messages are later displayed, there's a 
map of the surrounding star system show- 
ing each of the five planets where the 
Crystal segments are supposedly hidden. 
By moving a small cursor over a planet's 
surface, you can obtain details of its name, 
dimensions, defence system and similurly 
mind-boggling statistics relating to its en- 
vironment Three further options posi- 
tioned to the right of the map ore selected 
in the same way. These allow you to view 
facts about the current game in progress 
and to load or save game positions. It's a 
good idea to save your position after com- 
pleting the first phase of the game so that 
in a subsequent session, there's no need to 
re-start from the very beginning. This fea- 
ture wins a gold star in my book - so often 
I have not bothered to persevere with a 
game because it couldn't be completed in 
a reasonable amount of time! 




1 4 \<r>* A tori t/«r - Issu* 39 



To commence playing phase one, you 
must simply select any planet with the 
cursor and hit the joystick trigger twice. 
The appropriate data then loads in from 
disk, and in recognition of the fact that 
games players don't generally appreciate 
waiting for disk access, a pleasant count- 
down screen is provided to alleviate any 
frustration - and it works! Another good 
point! The subsequent game is a vertically 
scrolling shoot em up of a similar nature 
to old favourites such as Xevjous and Flak. 
Your objective is to avoid or, preferably, 
eliminate the numerous enemy craft and 
ground installations with your laser equip- 
ped helicopter Just in front of the helicop- 




ter there's a cross to indicate the recipient 
of any bombs you should drop - as in 
Xevious, Bombs and laser fire are unli- 
mited, .so the only important strategy is to* 
avoid getting killed. Easier said than done! 
There are many forms of alien attack 
craft, some simpler to negotiate than 
others. Luckily, certain hidden targets con- 
ceal useful extras for your chopper such as 
additional shielding and bonus lives. In- 
dicators underneath the large, continuous- 
ly scrolling portion of the screen light up 
to alert you of any nearby goodies. Infor- 
mation here also includes your score - cal- 
culated by the number of successful hits on 
the enemy - and the distance to the end of 
the section At the end you'll find a force- 
field generator and this must be destroyed 
if you are to progress onto the second 
phase of play. If you miss the generator, 
you must start again at the beginning of 
the stage, if (when) you should run out of 
helicopters, you can choose to continue 
playing in the current section - thereby 
avoiding any unnecessary disk access - 
although all score totals will be reset to 



DO YOU WANT TO MARKET THIS GAME? 

If any software house is interested in marketing Hawkquest 
(and possibly Laser Hawk too) they can contact: Harvey 
Kong Tin. 2 Hall Street, South Dunedin p Ounedin, NEW ZEA- 
LAND or telephone either Andrew Bradtield on 00 64 24 
34425 or Harvey Kong Tin on 0O 64 24 56064 after 6pm r They 
are waiting for your call! 



zero, [t's a handy option for practice 
purposes. 

Harvey Kong Tin has obviously spent an 
incredible amount of time adding his per- 
sonal artistic touch to each and every one 
of the five planet scenarios. Each is entire- 
ly different in design from the desolate, 
cratered landscape of Sorea' to the tropic- 
al greenery of 'Xavier'. The planets also 
have a completely individual selection of 
nasties - superbly animated, well drawn 
and exceedingly irritating! There is no res- 
triction on the order in which you attempt 
the five planets, although you may find 
that some appear easier to contend with 
than others. 

Having successfully completed 
phase one of the game, you are 
ready to attempt phase two and 
are treated to the countdown 
screen once again while the data 
boots from disk. There is no simi- 
larity whatsoever between the two 
halves, the scrolling battlefield is 
replaced by the walls and fittings 
of an underground fortress. This 
time your joystick commands a 
Marine, whose fob it is to find 
that missing Crystal piece and 
escape before the nasties get him. 
Mopping the eight- way scrolling 
fortress is a good idea, as there 
are numerous traps and hostile robots 
waiting to pounce should you step out of 
line. Hidden in many of the walls are 
small cavities that may ■ or may not - 
contain a useful artefact. You need to find 
certain objects, such as explosives and a 
wall -blaster in order to reach the Crystal. 
Other items, such as a trap finder for 
avoiding any nasty surprises and a robot 
paralyser - not unlike a Pac Man power 
pill, - are beneficial but not essential. You 
have unlimited time in the fortress but a 
restricted number of marines, and it s very 
easy to lose a life through stumb- 
ling on a trap, or qrguing with a 
robot! 

Once you've located the Crystal 
it's a case of finding the leleporr 
that provides your route back to 
the planet selection screen, and 
your chance to attempt the next 
challenge. As in the primary 
game, each planet features a diffe- 
rent scenario with a host of adver- 
saries to match. If you select to 
p lay at difficulty level two, the 
scenes will be 
completely dif- 
ferent to those on level 
one. Again, the 
graphics are excellent 
and the game extreme- 
ly playable. 
I have no doubts that 
had Hawkquest been 



marketed by Synapse or Datasoft in the 
eurly 1980'h, by now it would he regarded 
as a classic. The list of specifications in 
itself is quite remarkable - two disks con- 
taining two challenging, inter-related 
games with fifteen scenarios in superb 
quality graphics. Although the preview 
copy of Hawkquest was not entirely fin- 
ished, the game was still immensely addic- 
tive, exciting, and 100% playable. But 
would anybody buy it? 
The PAGE 6 readers survey, published last 
issue, indicates that 71% of S-bit readers 
are disk based, which surely contradicts 
the companies' view that owners in the UK 
are only interested in budget cassettes. If a 
large proportion of these owners were pre- 
pared to actually purchase a game of this 
nature, Hawkquest would clearly be a 
worthwhile proposition for any organisa- 
tion willing to undertake the necessary 
marketing. It would be a great shame if 
the Atari community were deprived of 
such a highly desirable game, and my 
hope is that this preview might possibly 
encourage someone, somewhere to take a 
closer look. 

Unless there is a will to publish this game, 
you may never get to see it. If you feel 
strongly about this situation, and would 
be quite prepared to part with some cash if 
it were actually released, then why not 
send a copy of this review and a letter 
explaining your feelings to a software 
company? A few months ago Harry Nadler 
of Red Rat Software informed me, and J 
quote, "Red Rat would like to publish more 
8-bit games, but finding programs of high 
quality is becoming increasingly difficult. 
Maybe some of the readers of PAGE 6 can 
submit a lop class game to us!\ If he 
genuinely meant what he said - and I've 
no reason to believe otherwise - then 
perhaps a few thousand letters addressed 




to 1 1 Fennel Street, Manchester, M4 3DU 
would persuade him to publish this one? 
Write also to Zeppelin, Domark and any 
other company who have recently issued 
programs for the Atari, even Atari them- 
selves. 

PAUL RIXOM 
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PRXHTER USERS Enhance your output, 
select & combine Graphics from ditferent sources to 
print in text or alone as desired ie. letter heading 
with your Utter. PRINT-FILER can directly produce 
disk files crom such as BRODEHBUKD PR1WTSH0P, which 
will then print without the parent software, also 
includes EDITOR fox customising of files, Disk £B» 



Tft.ST TTA.I*E LOADIHG Cut times 
by 5/6ths. appro*, fit RAMBIT to your JCC12 and use 
HAKBIT II to convert machine code games up to 48K. 
and TURBO -BASIC ( public domain, dish only till now). 
TURBO-BASIC Loads In 75 sees compared to 35 from 
disk, is totally compatible with normal Atari Basic 
adds powerful commands and runa programs written 
in It or Atari Basic at 3 to 4 times normal speed. 
KIT + RAMBIT II £ T.B. (.state cass. model) £!&♦ 
Fitting +E7 (post cass. to us). 
Also ASSEMBLER/ EDITOR for RAMBIT II, Tape £S, 

TftPE TO DISK Put your machine code 
tapes on Boot disk with Menu selection; successful 
utility for learning and experienced drive users, 
DOS 2.5 compatible, has assembler editot facilities. 

TASKMASTER Plsk E9. 

kU products require minimum MK XL or XE and come 
with full Instructions. Prices are all inclusive. For 
details send S.A*£>,or P/0, Cheque payable to:- 

IE THE GREEN/THURLBY, 
BOURNE, LINCS* PElu 0KB, 



XL/ 
XE 



REPLACEMENT ST 



and 



EXTENSION CABLES 



BROKEN JOYSTICK? 

Nine Mil of ten 'broken' joysticks require 
only a replacement cable since the wires 
otteri break at the plug end. With Atari 
type joy slicks, simply slip ihe sparJe lugs 
of this replacement cable onto the PCB. 
SUduW lit other joysticks although the 
lugs may need replacing 

Hf PLACEMENT JOYSTICK CABLE CZ.H 



ST JOYSTICK/MOUSE 
EXTENDER 

No more liddhng about undernealh your 
1040 or 52D. This short extender allows 
both |0yslick and mouse to be connected 
a short way from the sockets. Saves wear 
on the plugs and sockets and makes 
swapping of joystick and mouse easy 

E5.95 



UTILITY 



OTHER CABLES FOR ST 

HAflD DISK REPLACEMENT CAflLE £11* 

HARUDISft EXTENSION CABLE iIME^Ei EH 95 

HARD DISK EXTENSION CAJ9LE (2 METRE] £1 6 95 

2 METRE aQPpy DISK DRIVE CABLE EQ 96 

2 WIFE FLOPPY DISK DRIVE EXTENSION CA9LE £14.95 

HH05TC20STFM TO MONITOR WITH SCART El 3 35 

SaDST TO PHILIPS 11533 MONITOR £10 95 

MJMCXOLOUR SWITCH UNIT &1» 
IMdws rrmrtd and colour monitors to retrain 

PAIR OF COILED MIDI LEADS E6.95 



CABLES FOR XL/XE 

ft,KE 1 METRE REPLACEMENT 

SERIAL CABLE ^95 

ME TO MOW MONITOR E.95 

XL/XE TO SCAflT E4.95 

ML/XE TO COMPOSITE VIDEO £3.95 

All cables are top quality 
for faultless data transfer 



MOVE YOUR PRINTER 

Most printer cables ire only 1 metre 
forcing you to keep tfte printer close to 
your computer. You don't need to be su 
restricted, these excel lent quality long 
cables will solve the problem. For ST to 
any Centronics printer. 

2 melres C7.95 
3 metres £11 .9& 5 mattes £1 5.35 



ST 10 850 HULL MODEM CABLE 

II you already have an 850 interface or 
P:R: Connection you can now hook your 
XLJXE up to your ST and transfer 1iles 
with any comms program. Triis cable 
simply plugs between me interface and 
$T modem port. Use Kermit (available on 
both machines) or similar to transfer files 

£6.95 



Past inn patking 'rets in UK &&n<J thaqur Or P 0 or quale Attttt/Vlu numbir la 

PAGES, P.O. BOX 54, STAFFORD, ST16 1DR 

TBlepnone orders by Access or Visa accepted. Tel 078S 213&2& 



NUMERICAL 

CONVERSIONS 

UTILITY 



David Manlove presents a 
useful conversion utility for 
programmers and others that 
remains available when other 
programs are loaded 



Whilst there have been a number of short programs to convert 
between decimal, hexadecimal and binary, most have had some 
shortcomings. The majority of programs, including the one in 
the Atari User Toolkit require Basic: which means that Assembler 
cartridges, where the conversions are most needed, are left out. 
Almost all have to be loaded as a separate program making it 
necessary to save a program you may be working on before 
loading the conversion utility. Hardly convenient. 
The Numerical Conversions utility overcomes the.se problems by 
being available al all times and being called by a new command 
added to to whatever programming environment is being used. 
The two program listings create either an AUTORUN.SYS file for 
disk or a boot cassette so that the utility can be loaded as the 
machine is switched on. From there on it remains available, 
subject to certain restrictions which will be explained later 
To access the utility simply type CONVERT in direct mode and 
the main menu listing the available commands will appear. 
Converting decimal hex and binary numbers is straightforward, 
just precede hex numbers with $ and binary with % leaving any 
decimal numbers with just the digits. Do not leave any spaces 
anywhere. There are also two extra functions provided, addition 
and disassembly of integers. These are used frequently in 
machine code where two bytes come together to form a larger 
number as in 200.100 which gives 25S0O (200 + 100*256). All 
numbers entered are automatically disassembled into high and 
low bytes with the low byte shown first and the result is shown 
on the right side of the screen. The B function will perform the 
opposite function giving the result of low and high bytes, for 
example B48.117 with the low byte entered first would give the 
result 30000 in decimal. The final option on the menu - X- 
allows you to leave the utility and return to your program. 

A FEW RESTRICTIONS 

This utility sits behind the OS so 2000 bytes of code have been 
compressed to 300 using the bank switching method. This does 
mean that it is not suitable for 400 or 800 computers nor 600XLs 
with less than 32k, The NCU is not compatible with any DOS 
or cartridge that switches out the Operating System, for example 
DOS 2.5XL. The program has been tested with BASIC, Assembler/ 
Editor and MAC/65 and should work with most other cartridges. 
I recommend that you only use DOS 2 or 2.5 with the utility 
To help ease withdrawal symptoms from more sophisticated 
DOS% disk users are provided with a resident directory option 
reading drive 1 (option D on the menu). 

The utility leaves all of page 6 addresses (1536 to 1791) and 
zero page locations 203 to 209 free for your own routines. » 
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REM I M lt C H M I IW i f MitH wl i M Mii m iWWMB K Hii H M^ H 

BEN * THE NUMERICAL * 

»FH » C ON VCR SI QMS UTILITY * 

REM * (AUTORUM BISK CREATOR J If 

REM » by Ddvid HanlQvt #> 

REM * , « 

REM » HEM ATARI USER - AUGUST AS * 



REM n wM ww w u w i mmfn i fw w imm i U M a tiwiii iH iiii 
REN 

PP 1H* »2N KH* (1*2) ***<*] ili^TORE |»in 
ft *=1B38 TO 1S491REBD fl : POKE A,B: RE H T 
AlTRAiP 170 tHEHAGR -2040*1 RESTORE 25f 

HU 105 GRAPHICS GiPDSXTXOH « p ijf "Thfl HUH 
•final Conversions Utility" 

LH 100 POSITION 11*2 I T "Creeling dish #ii 
0" 

OK 110 POKE 82,15:? t? "Rp^int lin#";:PQ 

KE 82,1*17 
AU 1*0 T 2BB+L 

HO 13* REM HEKftFoA H=l TO 10? STEP HP* 
C±> =HEKi EM j H3 EP«C21=HEK* CH+1, H + 1J ifll=A 
5t CP* El f 13 1 J H2=*SC IP* £2,231; DZ=*2+1 

DH 14* ttl=Hl-7*Cftl>04J :tt2=H2-7*EH2>G4> I HI 
-H1-44I H2=H2-4B; DEC=Hl*ie+H2 

DB IBB POKE ME MAD R * CM- 1} /I , O EC 

OL 1O0 HE XT tt 1 ME MOBB=ME HA DR+SlxL-L+lfll GOT 
0 126 

RJ 16 5 



2* 17* PORE 0Z,2i* ;,IF L+XSOOb** THEM T 
If "MOt though dot A ■ A lint "fH*nf" 
! " t EHD 

CO 170 T it "Hrittns RllAIIT0*||H<SVS»l* "X 
ABOFt blank disk with DOS And** 

FB 170 TRAP 210:* "prtll Return to contin 
UO" SPOKE 70 4,259: IHPU I Pi 

IT 10* OPEH Bl.t^J 0,"Ol AUTARllH.SVS" 

00 150 POKE flG*, lllPQKE 092,0 1 PORE D5J h Bfl 
: POKE RGfljfl 

OR 2*fl A=USR 110X0,22071 i CLOSE Ml 

UJ Z10 * "Rl l dOftB'* i EWR 

um 21B close Bit* --cannot writ* fii»"iT « 
Error ";*eekci9S> one oont*r«d" 

GF 210 t M R BC ti f U> pnd "jitOTB 17i 

dt itzb rem if^TJBBl" I H Ml 1 1 J I * I Qj I LcMiliUJi 

MM 210 RATA 114,1m, ^1,0,^,184, 14i ( BII,I 

,1GZ,1G,7G,0*,220 
KB 240 REM I UU BR M£H f . TO1 

FU 2#0 RATA FFFFFC1CF 7 10*0X0 0*0*0 9XXG4E7G 
2 A 9 1 C fl DE 0*2 AS 70 0DX1 0 J A 01 BBD-2 X*3 AS 2985 0 
A A V10 MM *9*0*0 1 1 1G AOF CI DC SOUP O 24 0* 
PH 20R RATA AZC2 ?G4IiBflBBR4 0 9D4BC5C AO OF ? A 
SO l*t P Cl C A SOOO B 21*I A9)E4 O D 2 20x2 04 C 1 B 4 C 0 
4 00 A I C2 2IG3 10 B tO BC BSPGO 1R C A BO F 7 A 90* 
2 70 RATA 00PC1CX0GC1DBOAO01DI29FEBB01P 
3«RAD 02*3*9*1 DD01DX*B?XCFEDF2G3l*AFFZl 
& F 22C P 2 4CBEEF 20 4 AF *G«C 99DF OORCE 2 1 IE 
OC 200 RATA 240*4 E1F1EBC 241 EAB711EC9B7DOZ 
C A 1 ORB DL71EB 0 0 00 BOO 22 E BEHB 7ROP 32 O A 3 101 
OOBD BIO OC 10 A 9 OR 0 SS 4 A 49 C2 0 DO F 2 ASF F 0 B 
JR 290 DATA OBX0CFlD2BGCrABF20eriOXBAGAS0 

• fl Dt £ 1 E AS SB AE 1 F IE AC 201 Eft DADO EO 4 OS BO R SO 
B 0 Bfl F P 4 / S 4C G 3 1 A AS OC S BF E 1 C A S B B BP FF 1C 

KH 3*0 DATA R SF DR OF R 1 012 IE DC A SI CO BR DAS OA 0 

»4A10AS*B«D4BlD2R*ClRRSEDODF402ftBDAftOO 
f P * 4 C * 0104 14F 4E BB4 BB 20 4 4H*B SBG*A«0O 

JL II* DATA A«G40BA2G0BD*0C0SDB*Z*E0D0F7E 
E04OBEE 0 7 00 AD B4 B« D*E AO B200D1 0 A2 OO BO 0*2 
BSD BBC DEB RO F7EE IE OBEC2 10 B A D 2 1*070 1 1 

Ft JIG OAT* C SO OB OE OASOO OD 11 00 A S3 00 Bl E*0 4 
Cl AB S A 2 00 BB BOC 0 SOOO Cq EQD*F 7E E4 B*OCE 40 O 
BBB4B00CSE4D0E0AS0A*D*ED4A9CC:0DF402 

■H 3X0 DATA 2040EZOXE3*X00Bfi00DOF*BBD04S0 
24 S 52 2*0 7E0 MM FDR MM 00 CE 1 MM EG 20 ? BE 

• fl 9CCBDF 4 02 A 9 7*08 1*OROED 2A 9 E C BD C 0 0 2 

LM X40 ART* BBC 0*X A 9*0 8 D CG 02 R 92 SO 50 RRSE2 B 
BOB A 400 OS D C 09*145 DD288FF 84CC9B F ADC 2 E 1 C 
S9DFDBA*S*20BGSA 9100 BOAA9E3 08 DftA 91 1 

C5 ISO RATA B&O C A 9O00 BOD IB BP ER 2*F IE 1***79 
0*3 20CBC 1 A 90* ASDF A 90 2 ORG XE 3 SO AB E9 E J 05 B 
C2SFO4A4A4*4*AA0frG4EX20B0rXAS0C2S0F 

ES 30* DATA AA*0*4E310B*r2AOE*EXCI t 0XE3O0B 
EASSD 2 OR Br ISO 4C 0**0 R2R1 OOC IE3C S SOFO 04 E 
04CA7DOE0 01*0*34 C*0*B*0»E2*OCE2RSRB 

HH 37« DATA IOEB*EAOA2*1DO t2E33*E»10CS10* 
OOC S 974 lit OC SC 00 40 BE P4 CE EOD XOE9 0 ? 4CDBB 
DAD I BE3 OA R AO A* Al B0D77E 34 BE 0 E3 AD 74 E X 

** * OTA B AO AO AO AB07«E 3 B*E SF CD BP 7BEE 3 2 

BCBE 1 ARE OE X0BD4 A BE 9E 30 BD B2 OA AD S 2 0 E O BB A 
20*1 00 b OBOBC 9 OOBO 04C 0 4 C 1 1 BE IMHftI B 

*A If > BBTA ElBR9BOABSEil»lkrft*»».». h , 



JO 



j [ 



NUMERICAL CONVERSIONS UTILITY - Listing 1 for disk 



9EB OODC A 9*0 OS D AO SO 5 D SOB A f BOGS 0*2*0 FEB* 
R A S3* A 2 1 2 2 ODE E 1 A 9*24 E BB A f BO BS DA A OCX 
JM 4** DATA 050 BA90D0BDCO9O OOBO B20DFEOA20 
0AS*GBOE4EXA940BDE7E3AB€9FICDE7E33BBC3 
*E*E 7E 3*0 ElEXA 93 1 90 C2 E 24EE 7E XE OE 0*0 
■J" *10 DATA D«E4A9*0*0£?EIA90«fl»EGEXA2*SA 
DG 0 E2 CAEDE X XG 0C34E DE BE 2 BB E9E I A93 1 9»C 2E 
3 4E EGEXE OE 0 11 ORE 4 A 9C 2GB DA A SE 3 S SB DA 9 
K* 42B DATA llBfi*CASG*R«RBA9ZR*DC*E32*RFE 
OGOR 2 0 1 BOC 2E 3 C 9 9B F 40 4E 84 CC D BE EB S 1 F*7 BO 
GDE 2*»EE 2*9 1 13 OE SOE A* A Z 0 1BDC2E3 99*4 
TR 430 DATA E X E B C O C 0 1 OD*F4 A 2 B B fl BFOBEFIRFD 
ABB BB A 9B0R C*4E3 C*3 IF 0*R 4AE fl E BO SO OF 3A9B 
0 4C 1C BF a ED C A E l>B 4 5 B Cfl 5 B R AG DC 4 C 0 40 F fl C 
AM 44* DATA 04 E 1C BX1FB244 RE RE 0 1 fl B*F I R BD AO 
D E ft E 3 AS BOB RE 9E 1 20 1 5 E 1 A DE 0X3 OS D 4 ARE 9E IB 
BDBA9O2*GSG4C0*DE*S*CABD*45BCB5BAAS 
MV 4G0 DATA DC 4C 2 ZD F4C 00 DO A 24 1 B 0 C2 El C 99 B F 
*BFBOC2EXEBC9ZCr*S7EB*SF«534C8B0F*EE4E 
2A9C20BF3A9E200F4A9B12BB30P20F9E1AD 
SO 488 DATA E*E 10 DE GE3 A 9C 70 BF 3 A9E XGBF 4 ABE 
4EX 2*8 3 OF 2 OF 9El ZG*EE2 ADE fl E 3 OS R 4 A BE OE 3 4 
GO 0 Z RB A DE A f R*ROE OE 3RS04 4C1SE 01 048 F 3 
TR 470 DATA OGFXA9004GF408F4GBA990DDE4EIO 
GO 44 C*0*D*9FF OOFC 022 OAEE O ADC1 E ZC 92 4PfJ t 
4C9 2 5F0 Z2CS44 FBI 9C 94 2F 0 12 C * SB F BO 9C 9 
JB 404 »ATA 3090B7C93ABfle34Cfl5E04CF4DFEPE 
*G***4 C 5 7BF4CF 0 EB28A9BD7 04 4*E 4C IRE *X*4 
GOB ZG44 DC 4C 1 BE RZ*C ROE A9G1RG0F2*4C*D 
QH 428 DATA 4 C 1 OE OAS 1 7 00 04 A 90 2 fl 5 5 S A f * l s B F 
■fl 2 d 9 7R0B DA A 9E 10 SB 0*91 E 88 DC A 90 Bfl 5*01 R* 
FEB A9FF 8BFC8 2 A EF C*2E8 FOF A AD E 5 F XC 9* 1 
HE BB* DATA PR*34CR*D**»20G0E02*7*E«t*BBE 
BOOR 2 10 A9GC 90 4 ZO 1 2 00 fl E 4*2 £* A90C9D4 20 12 
4 Bfl E4 A* A Zl RAO R3 90 42R X A 900 904 A* I A »■ Z 
HE 81* ORTft 9D<B*XA92*9D44*3ASE29*4«0X2*G 
GE4*G*tL*R90S9D42*3*EDA9B44»3ASBB9B45B 
2ABRC 904*0 3*B*B9D490I2*G*E40OZ0«9E0 
PR 82* BAT* R9RB9B42*3*fC208*AR9EIR50H491 
24BOCA9000BDR4 C9 BE 0*9010888 A9BBA5E4A1 3 
E2*D*F 2G0 A2***90*9B7 4E 3FRE**OD*F*G* 
PV B3* DAT* A9B480EBEI4C1BEBA9F02O00FOEOE 
0Rir2 4C0*DDC0*0*RF44CE4ERA9*R*0E4C3R9R 
1 00 FOG 2 X* A OE 1 ZO ORE 1 3*DF A 22 B*E»3 E3 A 9 
•H B4« DAT* 0B9R4X*X*SC29044OXA9E39D45BXa 
91 2 9D 40 0 1 A 90 09*4 9*3 20 80 E4 3 BC 40 9GXBB* A A 
9E 18 BO 8*9 1 X 88 DC A 9MM»D 2 0 BP EAECE4E X 
MM BB* BAT* A*E4 E II BC 91 R*R 1 1 C9X*F*1*3 BE 9* 
E0M4R914GBM1R4CB*E14C*DE1**CXE3C93AB 
H7C 93***0 3 4CE4EG A90 14 DC GE3 20 10 E*l B 
RW 5B0 DATA A9O0**E4E32*A*EtA9FF*0FC*24C* 
DE1A22*A9019D41*3AS*39*4203A9*G904A03A 
9H B3 * 4 4*3 A • E 1904 50 3 2 0 BBE4 8*0 99*0 SO A 
H5 570 DATA A9CX0EDBA922BSBCA98BBBDD20BFE 
*8* A 22 1 T DC 2 E2 C A 1 BF AG 8 A DE 8E 3 BS B4 A 9 O BB S A 
S A 3 1 Efl BOB CB 84* 90 lOBDFX 0* AOE AOE9C XGB 
T8 5 Bfl DATA 04*9*0*8 RS A f2C2*R*FZ*9*)*R8ECE 
1 E7 E 2 DP 2 Bfl AOE 40 A9 C 2 08 F I A 9E XBBF4A9GA8 BF 
220*000 20D2D9ABD4ABE0E3ABD80OE9E1G0 
EO S90 DATA A 9 A 2 0 BS B A 9 4 8 B8 DA A 9E 38 BOB A98E 8 
VBCA9B805OBZBBFE8BD4B3A9BlD282*D4EBE5A 
0CEF5EDESP2ESEieiECA*C2EF€EFGEBFXFB 
BH GOO DATA E9EFEEFlAO*8F4E9ECE4P4F99BX*X 
AlO 2024202 020Z 020202*4 279Z 044 BL74G904Z 
04 0*1 AE*C*r 700'BSBl R4 B*E 74 6 87 2 I A 9B IB 
JH 618 DATA GE BE GEO EGE 2 0*0 BP 7 12 BG 4EB E I E 9E 
B El EC 2*7 48 F 2SC0 ESPA2G2 0 2020 2*2*2 DC 2E9G 
EElFZF 990 24 BE BE BE G E 2 8*8 BP 7 Z Z BC BE BFB 
ZW 828 DATA XBZSZ82A2fl740FZRC4E8EMMMlE 
G 20 281 *G XE 9 E E El F IF 99 B 2 G BE BE BE 6 E 2 OO SO F 7 
22 OCXE9EE E 1 F 2F 9 ZB X*74 8 F2 BC4E5 EX E9E* 
UN 8X0 DATA E IE C 2020 24 C BE BF A 90 4 Z GG OF 2CGAE 
*E 2 7 IE 3 B9 ZG74G F 2 OE 2 E 1 EC E 3F BE CE IF 4E 5 Zfl 2 
OE CE F AG AG E4E 9 A AR 2BE BG A 99 B4 4202OZOZ0 
AV 04* OAT A ZO5GGF7Z20C4ESF1EBRGC4ESF2ESE 
3F4EFF2F99BB420ZB2AZ8ZG74G7 202DGGE0E1F 
GE B A*F*F ZEFE 7F 2 E 1 Efl A B9 8 1 DCOEGFAE 1 E 4 
BE GBB DATA E BE 3E9 EDE 1 E C A OE 9 F 3 B A 1*9*1 DC 4 E 
«E3E9CD£1ECA*E9F3**1D9R1DCZC9EEE1F2F9A 
GESF3* A1GSBE A3 0 31 33 33343 GIG 1 7 1*3 94 1 
FK 40* DATA 414I444D4B7AE3C1EX20202G2AZ02 
02B00P2E8FIF2 A BD 3F OCX El E B A**4E F A*C 1EPE 
EPA E 9EEF BE B 70 20 2*2*2 BC 1F4 El FEE 9*BC 4 
PF 470 BAT A E9F3EBA*C4E9F2E8EXF4EFF2FSAOB 
BP4E9ECE9F4F91B9B44313R2R2E2A9RIE4E3E9E 
X 0*0*0 OR OflB 00 0OFO4 AF DOO0F A 9 2*9 98 IP 0 
OC B40 DATA BSC*FFOOFG AZOBBB1F FO A4E4DB IFF 
D 9981 FR E BE 0 2 CO OF 0**3 Z301 F 1 1 IE 32 1*3 X 1*1 
4 103*1 D3 033 37 383 «3 03 9 BB 24 3F 4 11 54 X 1 X 
TU G9« DATA 433*442 A453fl4GG*2B347El«500C9 
B2RZGE*02E1*2E01D 

* 



Listing 2 overleaf 



New Atari Vstr Ihwc 39 



17 



HO 
SB 
PH 
SR 
V¥ 
55 
HC 
MV 
HO 



REM M H U M W M M H KM IlH HM IIMII W I lH WI II illM M UM W W 

REM * THE BUNERICAL * 

REH ft CONVERSIONS UTILITY * 

REN * IAUTORUN CASSETTE CREATOR! * 
REM # by David NanlOVO * 

REH "W ™- " 

REM * NEW ATARI USER - AUGUST 09 * 
REM WWW WWWMWM H M W il ll W WM MMM W HW i CW WMWW* 

REN 



DN 



AA 9* REN 

PP 180 DIM HEHMlOZ* ,P*(2I iRESTOOE 230 I FO 
R A=1SS6 TO 1.649 I REAR 6 : POKE 4,BlHE)CT 
A: TRAP I7*t MEMADR=Z6A86 J RESTORE 256 
I 160 GRAPHICS OiPOSITION 4,li* "ThO Mum 

ericoi Conversions utility 
I 186 POSITION 1,1 i T "Cr##ting C*sstttf 
f 1 1 

OK 1J-0 POKE OZ,lS(? i? "Reading I in*"* IPO 

KE 8Z,19lf 
AU 120 ? 2SO + L 

IW 130 READ HEK*fFO» H-l TO 102 STEP 2lR* 
til -HEM 5 CH , HI :P*t21=HEH*6H+l,H+lJ iHl— A 
SC CPS 11,1)1 l H2=ASC CP* <2, 2) > 
144 Hl=Hi-7»EHl>041 I HZ=H2-7* (H2>B49 J Ml 
=Kl-40 ! HZ=H2-40 lREC=Hi»i*+NZ 
ISO POKE HENARR+CH-11/2,REC 
1*0 HEHT HlHEHAD«=NEH6RO+BllL-L+lOiG0T 
O 1Z0 

55 170 POKE 02,2*? M IF L+250<>B3O THE* ? 

it "Hot onouoh dota in lint »i2B*+Lj" 

I Tl 1 END 

VH 178 ? it "HWttna to Caoiatto" 1 7 "inoR 

rt blank ctfstttv end 11 
OL 174 TRIP £15:? "pros* Rftum to contin 

UO": POKE 764,144 
UH 160 04EN VI j 6,128,"Cl" 

00 ISO POKE 860,llrPOKE 062 , O ! POKE 001,64 

: POKE 066,6 
M3 260 A-U9RC1B36,2645> iCLOSE HI 
UJ X16 ? "All dono" *Eka 

liH 116 close »K? "Cannot Nrite fllo-it " 
Error »i PEEKH95) j" oncounterod" 

GF 214 7 "Ktcti fy and "si GOTO 1 7 6 

MM 214 RATA 104,184,141.69,3,164,141,68,3 

,16 2,16 , 76,66,2*6 

246 WEN i^gimtMlBlaaga 

266 RATA 68ia6R66B667A93C8R62B3 A966866 
AA9878SOB28B50618S6A266BDBBC8SD6B4OEOB 

0F7EE8«6EE6C40AD816606EAO64»6267A2 

OA 146 RATA 006466409 O86C6E0R0F7EEA306EEA 
406 OD A444F A 1 1C 9R 6R0E6 05466 DA404A S 606 DA 
3664C9F66A28BBOB8E09R6BCCEBBRF7EECA 

LG 276 DATA 44E EC 00 OA D C 440 C 9 E444E 4 A 24466 4 
40 094 46 RD E 80 Of 7E EE 2 46 E EE 50 6 ARE 2 OOC 9 OF B 
8E020S687ABRA6RRE042B66ASAA6RE7**A9 

PP 266 RATA e76REa62A91ABD*163A907BB2243A 
906OD OS 8 74 49 3 E F 20 F 2 20 07 A FF 2 1 D F 2 2C F2 * CO 
EEF2B4AF280C99BF00SEEA90726600EA7B7 

MM 294 DATA 5C A8 6 7 AR A 90 7 C 9 6744 2 C A 24 8 5 A 9F 6 
7R DO 60S D422E 6E 66 7D 6F 3 24 6D 872 68 6DRZ6 96 6 
7 A9BB46B4A99C EBB BFZA9FF8H 86207407*8 

EO 3O0 RATA 0CFABF2674672664 ASA48DA987A99 
6AEA7O7ftCAOe768ADOED4eSDAA90R8DOEfr474A 
D01D329FE6R61R36OAO410309ftl8DOlDJbO 

CU 316 DATA 434F4E564SS2549B8BBBBB8608fl 66 
008060808008060 8 O 8 640 00 60 664 66 64 880808 
88080800688080808408080060808008066 

TH 124 RATA 0066BOB866B8BOBBBOB6800686BB6 
66000808080068086080000864448684080808 
O 04 OOO 00 00 88 66 66 060 66 664 BD 6 A 90 2 65 57 

EH 136 RATA 20CCE626C3E2A J6026D9E6ZRS6E82 
46B E6 A9 C C 6 DF 44 2 A 97*66 16 6R 8 ED 2 A 9EC 6D C66 
2 8 DC 68 2 A 968 66 CO 62494 6B 64 AASE1 650 5 A 9 

51 346 RATA F4656CA96SS6D62004E04CCDDFA69 
CEZC99BFB5BAS62BSH5A93A63RAA9E26SD6A91 
«65DCA90005R42B84E4240EElAflDFD88 324 

ON 364 RATA E2EBA9OB0SDFft9 026D67E230ARC ZE 
2 0S4C 29F 04 A4 44 A 4 A A AO RO 6E 2 2 6 64F2 A5 D C 2 90 
FAA0D60E2ZOBOF2ADC1E2CE67EZD00EAS9B 

FO 366 RATA 



HR 
■R 



864Ea4CA7RDE681Re634C60RDBfiDE2020EiA?e 
536ES.DE ADA 26 18D 9CE 2 3 OE 9 30 C9 1 6066C 99 
UU 378 RATA 78E2EBC6CB44D8EP4CE2DD3BE9474 
C R4 D D AD 7 AE 2400 A6 A641 0 66 76 E 2 OS R4 86 C 1 E 2 A 
07 B E 2 6 A 6 A 4 A 4 A OR 79E 20 56 50 DC 2 E 2 2 8E 2 E 8 
RS 360 DATA ABC1E20S04ARC2E206O52BA0D92OE 
686A2661B668B0HC966B0B4E84C170E8D80863 
OE S 00 9 D 88 45 E O AS DF D66 6 A 9 9 69 DO 64 BE 8 46 
ZY 394 RATA 6CA9868SRAAS6B60RBO966B50R2B8 
4E 66 6 A 936 A 212 26R4E6 AS 62 66 S S A 9 6 AO 5R A A 9 E 
2 65 DO A94605RC A 9866 56 R2 66 4 E 6 A 2 60 A9 88 
HA 468 RATA 8D0FE2A98666COE2A6C2E2CBC6E23 
OOC 38 E0C0E2 SO C2 EZ 49 31 40 9 CE Z4 E C BE 2 E8 E OO 
6 DO E4 A S 66 6DC4E 2490 00 DB F E 2 A 2 O 9 AR Gl E 2 
65 416 RATA CDBFE 238BC38EDBF E 2 BDC1E2A93 19 
09CE24E6FE2E0E011D8E4A9SC0SDAASE26BDBA 
911056CA9660B60A9Z8A0A4E22864E608A2 
GIF 426 RATA 016D9CE2C990F064E84CD1REE 8B1F 
8766B0E2626E1A911I6E5REABA2616R9CE259A 
CC2E 4C 4C 4 1 46 6F 4 A 24486R A 86 06 A9 6 80 C A E 
AP 476 RATA E2C831F8664AE6E6686BF3A9684C2 
60F6SRCA5R5456C85RBA5BC4C68BFBCAEE2CH3 
1 F 8 2 4 40 EB EO1000F3 OS DA OR C IE 2 A G D B 86 C2 
90 440 DATA E 2 ?4£2EOADCl E Z B5D4ADG2E 265DSA 
90 2056 5 4 C OE RE 60 DC AS R A 40 OC 6SD A A 66 C4 C % 7 D 
F4CO0RRA2R10R9CE2C996F0BFBRSCE2EBC9 
T9 466 RATA 2CFR07EO0BF4S34C640F6E6EE2A99 
C B5F 3A 9E2 68 F4 A96 124 67 OF 26 1 6E 1*DC 1E26DB 
FE2A9 9C0 5F3A9E20BF 4 ARBEE 2 206 7RF 2016 
DA 464 RATA E12420E1AR6FE26SD4ARC1E285R82 
B8ERtASR8flRClE20BR44CI.BE6186BF365F3A90 
660F4 6SF 40 O A 96440 C 1 E2 OS R4 4C RO OR A 9F F 
TH 478 RATA 86FC»220A3E6A09CE2C924r01DC92 
5F426C642F412C904F48ECS389867CS3AB6634 
C62E84C446R4CSBDF2605BRZ846RE4C16E8 
HE 464 RATA 2646DD284BRE4C18E626CFDEAS618 
6RF164CRR4C14E4491785S4AS6265B5A9618RF 
R62A97EB6 DAA9E 20 SD B A 91E 60 RCA 9668 5R D 
FH 496 DATA 2684E6 ASFF8RFC62AEFC62E0FBFA4 
C6eRR26S8E62445E4240BE446A214A94CSR4Z8 
328B6E4A226A96CSR42632656E406A218A9 
FT 500 RATA AI904243A9A49R4A43A4A29R4B83A 
94 1 9R 4 443 A9E1SR4543 2456 E 466 All 6 A 96 59D 4 
2 63 456 69 D 4 46 3 A 5R69D4B R3A50C9R4603A0 
1|H 510 DATA DD9R490320S6E466206EE6A9059D4 
Z6IA99C656AA4E2B5R5A912BB0CA96OB5DD4C8 
BERA9616O56O96065B4A93C28B6F264A246 
TR 624) RATA R9449R70E2E0E006R4F666A2229D9 
CE2CA16FA66ARC1EZ6BR4A986OBDSA91E005SC 
4 54 A 96 1 056 F 2B6E DC A6 C22 24 SD 4 A 90460 DS 
EC 8X4 6 AT A A92C2666F2A9BBBBRr266EDEB8AS9 
C6SF349EZasF4A9666BF22886D024D2R9A0R4B 
RC1E2ASD68OCZE268A9420555A94C6SDAA9 

AU 544 RATA E 2 6546 A 56 E O 56 C A 9444B OR 2 44 4 E 4 6 
84S3A9610282BD4E0E6A0CEFSERE5F2E9E3E1E 
C A 6C 3EF EE F4E5 FZ F3 E 9E FE EF 3 ARR 5F4 E9E C 

MP 556 6 AT A E9F4F 9562620 20282026 2 62 62 620 2 
6264 279264 46 17*6 464 20466 1*E6 C6 F 7 06 B 98 1 
D456E7440723A961D6E8E0E6E6E20066F72 

PO HBO DATA 20C4ESE2E9EOE1EC26744F24CBE0F 
6 2 6 2 62 62 620 20 20 C2 E 9E E E IF 2F 99 624 6E OE 6 EB 
E2 666 OF 72 26C8 E0F6 262626262 574 6F 2 6 C 4 

PL S76 DATA E5E3E9E6E1 EC 26262 BC2E9EEE1F ZF 
996256E6E6E6E24666F72ZBC2E9EEE1F2F5262 
6746F26C4E5EIE9ERE1EC242624C0E5FB9B 

OF 066 RATA 4Z6C6F2C66 69 28740 F2BE3E1ECE 3F 
5ECEXF4ES2020ECEFABA0E8E9AABZ6B06A99BS 
6 2 82 82B2628746F 2626CCEBE1F4ESA4F6F2 

JU 996 RATA E FE 7F 2E 1EDA6961DC6EET BE 1E4E 5E 
3E 9E OE 1 EC A6 EOF 3BA1D9B 1 RC 4E*E 3E9ERE1EC A 
4E9FXBA1R9B10CZE9EEE1F2F9A4E9F28A1D 

5E 646 RATA 98 EA363 1323334353 B3 736394142 4 
3444G4631323I3430302O202626262626R6FZE 
SF 2F 3A6R 3FRE1 E3 E8A844 EF ABC 3E FEEF4E9 

VH 618 RATA EEFBEB313233342536373B39*B 313 
2333425182738313 23 II4353O3730I936313Z3 
3343B36664046806OA4BrA92O9951Fe4BCB 

FI BXO RATA FF RO F6 A2666RE 2 E Z A 6 E 6BR E 2 E 2 9 96 
1FBE8E62CO6F46432341F311E32103318 34103 
81B36333736363O3950242F41154212433A 

CA 030 60TA 442A4S3848SD 2G 14 7 E L &5O0C 9B 20 T 
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520ST-FM SUPER PACK 



ATAR[ 




The Atari Super Fact a rtaaJ 4or yog rt you artm to Ml 0*1 lu a tryna start 
wlh ifi bett o BnlarjirYtOTi *-:itrw»'A Tn* Pmvt inclmJeo b 5£0ST-fw 
with '-iMb (UM, ■ buiH .r 1Mb drtK dfW, 0** {450 ui K>i> Bjmm anrj a 
tvjraKp. ii vjj tuy f* ^c-r-' Pir.k .11 Hilif:i Snop. wilMd our mm ST 
Start* KM I worn mi QODfi. Frae Of Qiaiga FteMn If* coupon to deWe 




INCLUDING VAT 



1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 

Artc*rto«Cl II Imagine £19.ft5 

Beyond The Ice PaHace Elite El 9.1*5 

Black Lamp Firebird £1f,» 

Buggy Boy Elite £19,9$ 

Chopper* M&stertroniC £9.99 

llsarl Wpirton Elite E14.S& 

Mafhlp MadrwM Electronic Aria £24.96 

Quadrsilten Logolroft Elfl.Bf 

Ranarama HewMn CoosultanlS £19,iS 

Relum TO Firettrd £10.95 

HohIwmi Melbourne Housfi £1<IlS5 

Slarquake Mandarin £19-95 

Ten Ort*e Electronic Arts £24.95 

Thruit Firebird: C9.9S 

Thu«d*rt#r* E!i1e £19.95 

WJiMl Ocean ttlLtS 

Kenan MGl bourne House £19.45 

Zynapi Hewson Consultants £13.99 

SPORTS SIMULATIONS 
Eddie Edwardi $up«r &kl Elite El 9.95 

Seconds Girt Tynesntl £19.95 

Summer Olympiad Till Tyng^oH El 9,95 

PRODUCTIVITY SOFTWARE 
Organise- Triangle Publishing £41.95 

Alarl CXflO Joystick Atari Core £4.99 

FflEE ATARI BUNDLE VALUE;£458.97 



With SM124 mono monitor: £498 



With SC1224 colour monitor: £696! 



1040ST-FM PROFESSIONAL PACK 



HOW WITH TV MODULATOR 



For «ho s«*r>i» horn* uBer and me small buainvu, we am 
pleased to annauncn ji now package baaed around lhe 
1040ST-FM The 104QST-FM has lMhyt* ft AM and a 
lMhyle tKj.lt-in diak drive. In Brddilicin, lrn» 104QST-FM 
ntrw comes with n T'J modulator built-in. (The previously 

availaoe 1MDST-F wu designed 10* use with a monitor 

anty And did IM>t come with a modulator F This modulator 
alk>m the tCHOST-F 10 be plugged directly initi any 
don\$atiC TV sal, and crimes complete with a lead to 
allow jw Hj do BO. Tne new 'Pro4naa.to.nal Pacfc' frgm 
S'lrCfl includes tha- nrsw M3405T-FM with rnodulftloi plu* 
1oor high quality software packages, including a Bp*ead- 
lhnel, database, ivord £KOC*asor and programming lang- 
uage This Pruhwaional Pack' software will enable yixi to 
Dftl tlrargtil down ig business. With your new C run purler. In 
Addition 1u inn sahwar^ (worth £3flJ d*), pT yOu buy I'l* 
PrtXesflional Pack 1mm Si hen Shop, you w<ll alao receive 
th* Slhca 5T Starter Kil {worth gwwr £20ty, Free 01 
Charge fWum the coupon lar rurthsr infommlion, 

£499 




INCLUDING VAT 



With SMI 24 mono monitor: 



With S C 1 224 cqIou r mo n itor: £798 US 



ATARI KMQ3T-FM (Cumpurer; E499.99 

VIP PROFESSIONAL iSuruadahmnf £149.95 
MICROSOFT WRITE iw»d PrDt«=or: £149.95 
SUPERBASE PERSONAL ^mbann. £5995 
BASIC DISK A MANUAL ,L .rgn.qn, 124 M 

NORMAL RRP: Eftfi4 82 

LESS DISCOUNT: - £365.32 



PROFESSIONAL PACK PRICE: £499,00 



2Mb & 4Mb MEGA ST 



Th* UEQA 5T comouMri arc iiyiori as as iKjmtwgighi ke^boara wnf a separate CPU 
cannnrlnc Cy S COiled Ifilepnune slyte cabifl Th*™ j»rn h*q «rBI0h4 Ot the MEGA BT, 
one wMh SMbytn <jP RAM and lhe O(ror with 4WhylM Each «rsirjn has a lMByla 
diiLO^ Jiak Am hu*l-ln to 1tW Ch^U unit. The MEGA STi dn rwl qajma with 
m;:fli. r.-ji SliIV n ard m.ml lh*mlorrj hu n^ed wirr a mon lui Wnli every MCGA ST 
purxhiMd. we will add il-e 'PruteMianal Hnck - soItw.va >orr J3M 33j -Jeiailetl 



tbaw, plus rhfl Sil 
Id 3T Sunar Kil 
[worth o^ar C2D0> 
baOi Fna D) fawrjs 
nvlurn th* £Aia>cti 



2Mb MEGA ST 



sum 

'£1106 



■ mono monilor 
^calour monitor 



4Mb MEGA ST 

£1199 

■+ mono mq.nitor- Ll^E+g 
♦ colour monilor =£t496 




DTP PageStream £149 



*VAT 

£171.35 



•"■jeJiiftr^ iDTPi z o«Tt ct tr* hur«i jrrmirig a^^k^iIkht '-h L*"SJ"al 
cam!>ii*-i rte m piwsed lo »mojnc» 4 pctwfir 1 .!! «ui ;i»:3kay« i jr ire *,ian ST 
cilaa Psjp&rwm P»aeSlr«m cmii a*ir, inn .'-VAT f J-Mi ard bm^jio rt 
mmU Mih gn *.rar 1W06T arKl a Saftoaha ^-1f}0AI finrt»i. you cdf> tn MP and 
rurni^ ■iji t cor-piolf) xyitarn Inr btu than C1000 Somt uf lhe- ronlurm ot 
Piqi%i'**ti irf iiiirMl to r» right. It yoti a%S-Oa kkg Hyrh^ intdrmalior on It-ia 
P'^tan ia;»npw«iand rclur> tie CDupor. batfiw hr.» irj it* OTP' rjp^ »n Xtte ■fiOmo'. 



■ 'LIT FLOW AROUND GRAPHICS 
'■ ROTATION OF TEST ft GRAPHICS 

■ Slant on twist any object 

■ POSTSCRIPT COMPATIBLE 
' TAG FUNCTION 

' AUTO.-MANLIAL KERNING ft HVPHENATION 
' GROUPING OF OBJECTS 



00 YOU OWN AN ATARI ST? 



rl yet. alraady p*n an Atan ST COmpulBf and would h«.n In tn? regi^lered Of' Cjr n-eiling as. an 
ST uMr let us know Wa will be parjBBtKJ lo aend yuL copws ot our price list* «nd ne«Bl41terB 
FB£E OF CHARGE AS Ihey becamn nvailal>« Oomple'ie tne coupur a.'id ret.j -i it 1d aur Sidrup 
Ira-r- nnrt bagih B±perieriLir^| a Tpeciartat ST sarvica trial li MCQnd to tor*. 



SILICA SHOP: 



SIDCUP Ms.il Order) OL-309 lilt 

1-4 The Mews, Hath&iey Road. Sidcup. Kent, DA 14 4DX 
OPEN: MON-SjH T 9am & :1iiprn £ ATE NfOHT: FRiQA Y 9HfTt - 7pm 



LONDON Ol-SeO 4000 

$2 Tottenham Court Road, London, W1POBA 
OPEJV.- MON-SAT fi. Jflayn - CW)t?rTt LATE NiGHT: NONE 



LONDON 01-6320 1234 evt 3^14 

Seifrtdges < 1st flp&rJ, Oxford Street, London, W1A tAB 
±_ OPEM: ^ON-SAT 9am - B QQpm LATB HfOrtT! THURSDAY 9&M - 8f}<i\ . 



1 he range of Alan 3T computer* oflars somerhmg for everyone from |r%e games enlhusnsl 
whrj w-inir- ihr: challenge oi the very beet <n arcade aciion, to lhe buetinassmiin who wimts, tc: 
make trnancial TorecaalB of Taullresa prtwjniatirjns Tha ST offers high quality graphics, 
sound and »pe*d Pgr th" gamer, whilst providing a 1aat, user tnendly and arfordabk* solution 
to business. The ST Is row lirmly ealabtiahed m the hnmrt wivironmrm and boasls a weaHh 
or users in aducarlion, local government, television, and a variety oi dlWerenl bualnessea. 
Software 1or 1he range slratPtws to cover applicaltcma as diverse a$ ENTEftTAJNMFNT 
ACCOUNTS, A HT, COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES. 
DGSKTOP PUBLISHING, tlJ JCATlON. MUSIC, PROGRAMMING. SPRFADSMf €TS. WCnflD 
PROCESSING anrj mrjre For a lull list of lhe software available, as well as deiails oi lhe ST 
rarvge. complete and return lhe coupon below wamtmr^atii mr^owwiacm e*cc 



520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 




The value for money offered by the Atari ST range is reflected m IhK: F *plor$r Pack 
raalurirtg Iha 520ST-FM computer wllh 51 2K RAM The SZOST-FM computer now 
comes with a OuiH-in 1 Mtj rjyjblrj sidtfd disk dr ve as wbII as a Vee mou-se controller 
and a built-in TV modulator. The new S20ST-FM Explorer Pack include* the 520ST- 
FM computer, the arcade game Ranarama. a tulonal program and some useful 
desklop accessories Jn adfJiiion, n you buy ttlft Ejcplorftf Pack Irom Silica, wa will 
gtve you the Silica ST Starter Kit worth over £200, FREE OF CHARGE. Relum the 
coupon tor details, of our SiartGr Kil and of lhe full ST range. 

£260 




+VAT= 

£299 



+ more monitor; £398' 



+ SC1 224 colour monitor: £598 '£( 



WHY SILICA SHOP? 



Before you deed* «hen lr> buy your new Alan ST 
cnfrpirtBr. m Gogoett v«l OJMider -»ery carslully WHERE 
you buy <t "hnr* arn MANV umpanln *tw cm ofler 
you a computer, a Paw pariphariK and tha top tan sellng 
tttlAS. Theraara FEWER com paries wha car ortpra aada 
tanj* ur flrooud* It* youi compr.lif jM nxprrl arivcf 
grd heirj uren you teed rl. Ttwe e ONLY ONE 
cccvany **ki »n provwa the woest range or Atari ST 
relalod produdb in Itia- UK. ■ lull linw Atan St speoalrir 
te etV ii eJ l helpline and n-deplf atlar uln supfiort. ■•>:. 
Iu4ng nee irB-eienenj ard bnx^kjm delrm«d u your 
Boar trx li Ipnfl as vno njquirB aflijr yiou purchflBe your 
uurrpjler Thai urr company is fiilcj Shop 'tin rinv* 

been estabtished in the home c«npuler rMd tar tar fan 

with an annua lumow in von* rrf nWllon and can 
wum Claim Vj mcrt «iur cusIdtws rnquiramwili w :*i ar 
accuracy and unoyMenuing filial it «6tind to none 
But don t full trta our aprrj Vir n Complete nnrj 'dh. t 
IN? uuupoti bekiw fdr rxir laimt INarature- and begin Id 
eipe^nce me 5»ca Shoe spetaiit: se^vce 



SdtCA STARTIft KIT: Worth crrtr FJ0D FRFf 
with wary Atan st cotiplw bought Iron* Stlica 

PROFZSSIOHAl PMCK: Fr» t>ut'*t4 lHiw*-H 
wrth 10405 T-FU and UECJA ST't bOu(jhl horn Sn« 
VeVKATtP SfRVtCmO: I M-H-t-b Mb" trainod 
ilrtlY with yMr|i f„i1 HK^r^ritT rjn Algn HoncinQ 

TH£ FULL STOCK RAHGf: All C your Atan 
rtKjuirijmerti rVrjm orie pace 
AFTfft SALES SUPPORT: Tha ilatl it 5ilca a<« 
dedicated Id hatp you gad lha baat trwri your R.T 
FREE CATALOGUES: MukM dinct \a pour hrjm« 
ai soon u #a pnnl ihom laalunng attani oi. w*\\ 
as m* oi tne now ml mini 

FREE OVEftHiGHT OStlV&ft: Cr, ill hat^ita 

o'de- s ir> pood wrlhin the UK rrjm.iro 

PRfCE MATCH PROMISE: wa will malch tomp- 

eMan on a same product lama prm" baid 

FREE TECHNtCAL HELPLINE: Fur lima wwn ca 

Atan tachnical axparla aiMi^f at ycui Mrvica 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY, 



Tg: Siltca Shop Ltd. Dept PSIX0889, 1-4 The- MewS, Hatherley Road, Sidcup. 

PLEASE SEND FREE LITERATURE ON THE 



Kenl DA14 4DX 

ATARI ST 




Mr/Mrs/Ms: 
Address: 



Initials: 



Surname. 




Postcode. 



Do yau already own a computer 
If so. which onti do you own? 



DTPC 



TUTORIAL SUBROUTINES 




THE CASSETTE DATABASE 

NOW IT 
WORKS! 



If you hove typed in the first two ports of the address book 
database I have some good news and some bad news for 
you. First the bad news ■ there is quite a lot more typing to 
do this time. Next the good news - when this listing is added the 
database starts to be useful, all the functions work except sorting. 
As the program has developed I have been a little surprised at 
its complexity. Not thot the Individual modules have been parti- 
cularly difficult to program, but the inter- relation ship between 
the modules is quite tight. You will see this time that I have 
changed selection 3 on the main menu to include both Viewing 
and Editing records. This is because it became apparent as I went 
along that these two functions would be functionally very 
similar 

The procedure for combining the two previous program chunks 
and this one is as follows. Type each listing, check it carefully 
with Typo 3 and list it to tape with 'LIST "G nt , then ENTER each 
in turn. Be sure to enter them in the same order as they were 
published, as the luler listings deliberately overwrite some of the 
earlier lines. The combined listing can be resaved in a LISTed 
version ready to odd the next instalment and can also be saved 
separately with CSAVE if desired for future use. Now on to o 
description of this edition 's listi ng . 

BITS AND PIECES 

First you will see there are a few lines which are not part of the 
main modules: 

Line 35 - This sets the values for the storting line numbers of 
two extra subroutines introduced this time for retrieving records 
from the database and printing a record. 

Line 1030 - This new line for selection 3 in the main menu will 
replace the old. 

Lines 2000 and 2040 - replace the old lines The old 2000 was 
nonsense and I only found the fault when testing the more 
complete program this time. The new 2040 is a better way of 
c learing out data than I had used before, it completely removes 
DATS wheie the old routine only reduced it to a string of blank 
spaces. 

Line 6000 - this is changed as I have found thot my previous 
use of R as a variable for the total number of records was not 
suitable when going into the middle of the database to look at, 
modify or delete records R is now used for the number of the 
record currently being looked at - this has to be set to the last 
record plus one when we are going to odd a new record. 
Lines 8000 and 802 S - these are changed foT the same reason 
as 2000 and 2040. 

ROUTINE TO VIEW AND EDIT RECORDS 

Starting at line 4000, this routine first clears the screen ond 
prompts for a record number to be viewed. The input is trapped 
so an error will nol occur if a nonsense entry such as a letter 
instead of a number Is entered, and a check is mode to see if the 
number is valid. If too high a number is input a prompt is given 



This issue Ian Finlayson's 
database finally reaches a 
stage where it can be used 
with anly a few routines left 
to add refinements 



and the program returns to line 4001 for another try. If zero (or 
any number less than one) is input the program returns to the 
main menu. 

Assuming a valid record has been chosen the program goes to 
the new subroutine RETRIEVE at line 13500. This gets the record 
R$ from the data DAT$ and then splits it into the individual 
fields Fl J to F8$, Then the two subroutines Screendraw and Fflll, 
which were introduced in the last article, are used to draw the 
screen and display the data from the record on it. 

Next we print below the displayed data the following prompts: 

E to edit the record 

Q to quit (return to main menu) 

G to go to another record 

+ or - to step up or down one record 

The keypress is checked and the program branches accordingly. 
If you follow the steps they ore all quite simple except the Edit 
option which starts at 4140. This can be compared with the Add 
Record routine from last time and you will see that it is very 
similar except that it starts with an existing record in place ready 
to be modified. 

DELETE RECORDS 

The routine for deleting records starts at line 5000. I debated 
whether to provide a routine to delete a block of records but 
decided to stick to deleting one record at a time. It would be too 
easy to make a mistake and delete records inadvertently other- 
wise. The sequence is very similar to the Edit/View routine as it 
displays the record first and then gives the option of deleting the 
displayed record, stepping to another record or quitting bock to 
the main menu. There are two program lines which actually do 
the deleting of data, line 5132 deletes the last 115 characters of 
data if the selected record is the last in the database. In all other 
coses line 5133 is used to move all data from behind the record 
selected for deletion forward by 1 15 characters so that that record 
is overwritten and thus eliminated. Finally, if there are no 
records left in the database after the deletion there is a prompt 
and return to the main menu, otherwise the next record la 
displayed. 

PRINT ROUTINE 

The print routine allows the printing of one record, a block of 
records or all records. All these options use the same Print Record 
subroutine at line 13600 to do the printing. The single record 
print uses the same format as the View/Edit routine to display a 
record before it is printed while the other two use For Next loops 
to repeat the printing process without displaying individual 
records on screen, 

continued on page 22 
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New Atari User 



39 



"13 - EDIT 



GOTO ANOTHER 



**o i REM ifMm ii m wi mM MM iimnH iii fiijmM w inf i fMim 

AA 2 REN * TUTORIAL SUBROUTINE » 

CO 3 HEM * ODD RE S S BOOK PART 3 * 

XT 4 REM * by * 

en 3 rem * ian Finiaysort * 

or * REM * — — * 

NC 7 REM * MEN ATARI USER - AUGUST «) ft 
* REM M WM HHHU lTWMM H MMMUKW IIIIH MMIt H W MII Mlf 
HO 9 REM 

OH IS RETRIEVE = 135O0;PRlKREC = 13tiee 
NT 1838 * » B- UIEUSEOlT RECORD*" 

EF 2*0* IF LEHCDATfJ {lOO THEM £858 
OF 284 B DAT*-"" 

IS IH1 REM *W H3JmilWH!B» HW 
«T 4**B ? "R" 

PC 4881 ? "*+4lE«TER NUMBER OF RECORD TO" 

*T ">VIEM/EDIT" 
BB 4*10 ? "44 ► > M j i TRAP 4000 
It ft 4 RIB INPUT H i TRAP 40088 
*H IF R<i THEN RETURN 

m 4926 ir R>LENCD*T*J/113 THEN T "R NO S 
UCH RECORD IN CURENT DATABASE" i SOTO 40 
Ol 

BO <HIfl GOSUB RETRIEVE 
JH 4*4B GOSUB 5 ORE END RAH 
QD 4858 GOSU8 FFILL 
Rlt 4»S8 POSITIOH B # 19;fr 

H - RUIT » 
EH 407R POSITION 0,2*1? 

RECORD *t 
IZ 4BSB POSITION 6,21;? «QyB STEP UP OR D 

OWN RECORDS " 
OG 4*9* EOSUO KEYPRESS 

ES 4100 ir K E V - 4 3 THEN R=R+1 : GOTO 482* 
HT 4110 IF KFV-45 THEN fl=R-l*GOT0 402* 
TV 4128 IF *EY=71 THEN 48*0 

ov 4i2s ir kety=oi THEH RETURN 

MT 4130 IF KEY<>89 THEH 4860 
FB 414R GOSUB FIHPUT 
JH 4 ISO GOSUB SCREEHDRAH 
St 4100 GO SUB FFILL 
HS 4170 POSITION 0,1*!? T||I4 B CC0|lft c 

ORRECT? "POSITION B^Ott " 

H 

OF 41BB GOSUB KEYPRESS 

HI 419R IF KEY-O? OR KEY-1Z1 THEN 4 Sit 
PH 4280 POSITION 8,19:7 "AMEND RECORDS - 
"1 POSITION 0,20:7 "tSMI 

35 MHFM LIRE IS CORRECT. "t GOTO 4148 
TJ 4210 R*=Fl*tfl$ei6, JO]=F2*jR*C31,$73=F3 

*IR*C36, 733 =F4*lRt (74,873 =F5* 
NO 4228 R* C8B, 95) =F6S < H* C96 , 1*91 =F7* ; R* f 1 

18,HS) = f** 
DI 4*38 DATf tR«tllS-114 J RRllS3=R$ 
RO 4248 GOTO 4*6B 
MT 4199 REM 
KU B808 f "R," 

TH SBOl ? ►EN TER NUMBER OF RECORD TO' 

I? »► DELETE" 
BK E818 T "441*"} I TRAP SB88 
KB 5815 INPUT R S TRAP 48888 
KM 5820 IF R<l THEH RETURH 

PE SB IS IF R>LEHCDATf)/llB THEH ? "R NO S 
UCH RECORD IN CUREHT DATABASE" ! GOTO 58 
■ 1 

BP 5838 GOSUB RETRIEVE 
JI B04B GOSUO SCREEHDRAH 
OE 5858 GOSUB FFILL 

GE 5BSB POSITION 0,19r? "Q - DELETE 
IS - RUIT 

EH 5B78 POSITION B>20:? - GOTO AHOTHEH 

RECORD •■ 
JA 56 B B POSITION 8,21:? 1J Q^Q STEP UP OR D 

BHH RECORDS " 
OH 5898 GOSUB KEYPRESS 

Fl 5189 IF KEY -4 J THEN R = R + i [ GOTO 5820 
JA 5118 IF KEY=4S THEN H ~ R ■• 1 j GOTO B4J2B 
JR 5128 IF KEY=71 THEN 5888 
0? S12S IF KEY-B1 THEN RETURN 
KB 5138 IF KEYOSB THEN 5O*0 

TV 5112 IP R~L EH COATS? /H5 THEH R = R— 1 1 DAT 

3 C 1 1 5**R + 11 ="« x GOTO 5135 
m B134 DAT* C113RR-114) -OATS CllSWfl+lJ 
"P 5130 IP R=r* THEN t "H444N0 RECORDS LEF 

T IH THIS DATABASE" : FOR T~l TO SOB C HEX 



T T l RETURH 
RL 5140 GOTO 30X8 

RN 5BB8 R=LEHfDAT*»^II5+U GOSUB SCREE HDP A 

H 

IK SOOO IF LEHCDAT33 <108 THEN 8025 
PZ 6882 ? «*»•» LOAD DATA *N*"» 
UZ 8825 DATf = '"' 

ZZ 9008 ? PRIHT RECORDS 1HH*" 

WH 9BB1 Y "444HJLL RECORDS" : ? "4 KBffOUP OF 
RECORDS**: 7 "4MJJNE RECORD (UIEW FIRST* 
"if "4MAKE SELECTION" 
NN 9818 GOSUB KEYPRESS 

JP 902O IF KEY =55 THEN FOR R=l TO LEH CD AT 
51^115 [GOSUB RETRIEVE; GOSUB PRINREC E HE 
KT R 3 RETURH 

SK 9838 IF KEV=71 THEN 98 SO 

SJ 9O40 IF KEY=79 THEN 9108 

OV 90GO GOTO 9888 

AN 9868 TRAP ?060 X ? * l * *EHTER NUMBER OF FI 

RST RECORD ";: INPUT FIRST 
IH 9005 IF FIRST <1 OR FIRST> LEH <»*T*J ^11S 
-1 THEH ? "IMMtlHOALID STARTING RECORD* 
»»"JFOP H = l TO SOO INERT H i GOTO 9800 
LY 907* > "4 CENTER HUMBER OF LAST RECORD 

"I J INPUT LAST J TRAP 40B80 
VG 9875 IE L AST <= FIRST OR LAST> LEN CO AT* J / 
US THEN ? ■HMWIHVALID RANGE Of 
WlFM H = l TO 600XHEHT N t GOTO 
CA 9«BB FOR R-PIHST TO LAST: GOSUB ftETRIEU 

E! GOSUB PRINREC 1HEKT R i RETURH 
BH 91 OO TRAP 91 BO IT "44+ FENTER NUMBER OF 

RECORD TO"!» ''POISPLAV AHD PRINT " ; 
JH 91 IR INPUT R l TRAP 44400 
¥0 9110 IP R*l THEN RETURH 

AF 9130 IF R> LEN COAT*] /113 THEH T "N NO S 
UCH RECORD IH CURENT DATABASE 1 * I GOTO 91 



■¥ 9140 GOSUB RETRIEVE 

JR 913B GOSUB SCREEHDRAH 

ON 9158 GOSUB FFILL 

FC 917* POSITION 0,19;? - PRINT 

CD - ouit 

PC 91*0 POSITION B^IOI? "ffl ~ GOTO A HOT HER 

RECORD ■■ 
JJ 9198 POSITION *,*1!? STEP UP OR 8 

OMR RECORDS 
HO 92 DO GOSUB KEYPRESS 

MM 9210 IF KEY =43 THEN R-fl+irGOTO 9120 

PO 9228 IF KEY-4B THEH RrN-lEGOTO 9128 

OC 923* IF KEY -71 TKEH 918* 

OR 9X4* IF KEY=B1 THEH RETURH 

EE 9ZB* IF KEY <>** THEH 917* 

TO 9XB8 GOSUB PRIHRtc; 

BG 927* RETURH 

LA 11499 REM rtjailimNTIin^ 
HP 11588 R*=DAT*CRW115-114,R*1161 
■F 1 J518 Hi - RS El , tS) 
UM 13B2* F2*=R*C1B,38) 
ZR 13530 F3*-R*C31 4 B73 
DU 13540 F4f=R*E68 # 731 
EL 13558 FSi=HS f?4, 17> 
JA 1IBBB FO*=R*CB8 / 95> 
1337* P73-R* «9* J l093 
135BO F8*^R*(11*,11SI 
FC 13598 RETURN 

13599 REM *M fl™f*lTMd*Mil:l ! a *Ei**t 
13 BOA OPEN Hl,fl,»/-P:" 
JO 130*2 N=15 

FC 13684 IF P1SCN,R»=" " THEN H=M-l:q 0 TO 
13604 

UO 13BOO F1*^F1*C1 # NI 
UJ 1361* t Sl;Fl*J** «|F2* 
OH 13820 ? ttl ; FX* 
OY 13630 9 N1JF4* 
JO ISO 3 2 N=14 
MC 13034 IF F5*(H,H1=" 
13*34 

ZC 13*38 F5f =F5$ CI , M3 
VK 13648 ? ItljFS*;" "J FB* 

DP 13558 ? Hi 



UB 



CY 



THEH H=N-l:6OT0 



RK 13**0 T Hl;F7* 
RO 1167* ? ttljFS* 
NF 13*8* Y 8)1 ; CLOSE Hi ; RETURH 



Ipgrade 



> Disk! 



with the new Atari XF551 Disk Drive and Transdisk IV 




Upgrading from the slow Atari cassette system to a fast, 
reliable disk set-up is certainly desirable but what do you do 
with all the games you have on cassette^ Wouldn't it be nice 
if you were aOle to transfer your collection of tapes to disk for 
faster, more reliable loading^ With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atari XF551 pi ylf HrivP Features: 

■ Double-Sided, Double Density for maximum data storage 

* Easy connection and quiet operation 

* Smart styling to match your Atari Computer 

■ Suitable for 800XL, 65XE and 130XE Computers. 

Tmnsrilsk IV Features: 

* Easy transfer of latest cassette gomes to disk 

* Aimed at the first-time disk user 

■ Step-by-Step instruction booklet supplied 

* Completely self-contained - Mo other programs required 

* For more info see Ad elsewhere in this issue 



To Order phone with credit card no. or make Cheque or P.O. 
payable to Digicom Computer Services Ltd. and send to: 

DIGICOM, Unit 36, Wharfside, 
Fenny Stratford, MILTON KEYNES MK2 2AZ 



Normal Price For XF551 Disk Drive £149 99 
Normal Price For Transdisk IV £ 19. 95 

together \o-mgliy £1 69.94 



E3 



Credit Card Orderline 09Q8 78008 




Atari XF551 Disk Drive + CI flfl 

Transdisk IV Our Offer Price = ■ V/^-WV 

Inclusive of VAT and Next Day Delivery 



Ian Finlayson's Cassette Database 



The format of the printout is in the print subroutine, and this 
can he easily changed to suit your requirements. I have chosen 
to print Forename and Surname on one line, and also County 
□rid Postcode on one line further down. All other fields have a 
line of their own and an additional separator line is put in 
between the bottom of the address and the Telephone and Date 
Relds. This subroutine can be quickly and easily tailored to meet 
specific requirements. For instance you need not print fields 7 
and 8 at all if you just want an address list. If you have not got u 
printer change line 13600 to 'Open tt t 8A"&" Qnd tne P^ram 
will print to the screen instead - the records are displayed very 
briefly so it is easier to use the View/Edit option to look at them 
unless you put a delay loop in the print subroutine. 
Lines 13604 and 13634 need some explanation. They are there 
to strip off trailing blank spaces from the fields which ore first on 
a line shared with another field. If this is not done there will be 
an unpredictable space between the end of the first entry and the 
start of the second entry on the line. This looks very ragged, 
particularly with a short forename before a surname. Someone 
tailed Jim would have twelve spaces between his forename and 
surname while Constantine would only hove tour! You may 
wonder why the forename field is so long r I have done it 
deliberately as it allows flexibility to put in titles and initials if 
required, such as "Dr Thomas \* for exumple. 

AND NEXT 

Next time I will finish off with a routine to sort the database 
into order and do a bit of tidying up, also give a brief set of 
instructions for inclusion in the opening part of the program. 

Many thanks to those who have written to me about the 
program, especially Roald in Norway who has passed me a tip 
that I will use in the tidying up process next time. I hope the 
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addition of these modules to the program makes the use of the 
whole database much clearer. If you are having difficulty write 
to me enclosing a stamped envelope for a reply. Before writing 
please study the listing carefully and read the accompanying 
article, then be specific about your problem as this makes it 
much easier to give detailed help. I have not got time to 
expound the whole program in detail to every enquirer. 

Write to Ian Flnlayson, 60 Roundstone Crescent, 

East Preston, West Sussex, BN16 1DQ. • 



i 





SP; 




COCiNITO GAMES ?fl n^Jwrr>B flaMl. -**»rnrind UgwruHt utui,. Turin NFJ 7d.r T«l mi M iai 



XL/XE TYPE-IN 



CATCH 
DAY 



Try your hand at Championship fishing 
with this multi-featured simulation by 
Robert Davies 



Catch day is the most prized European 
Fishing competition ever and you have 
been invited to represent your country. 
You must battle your way through a qualifying 
round against two other expert anglers in order 
to qualify for the final. This first round and the 
final each lost about S hours during which time 
you must catch the greatest weight offish. If you 
fail the qualifying round then you are out at the 
tournament as only one person can quality. If you 
reach the final then you battle it out against the 
winner of Group 2 for the coveted title of Catch 
Day champion. That's what you have to aim for, 
read for how to do it. 
The an screen prompts will be self explanatory 
and all responses are }ust a single key for a 
number or letter. A joystick will be required to 
throw the groundbait and cast your hook and to 
play the fish when it bites. Once you have cast, 
the fish will begin to bite and you must press the 
trigger exactly as a fish bites In order to hook it r then play it to 
the bank by using the joystick. Once landed you wilt be infor- 
med of the type offish and Its weight and can then cast again. 
At this point you may simply cast again with the same bait, 
groundbait again by pressing START, change bait by pressing 
SELECT or change your styte of fishing by pressing OPTION. The 
timer will continue to count the minutes so you must make your 
decisions quickly. 

Keep on catching fish until the timer reaches 5 hours (about 8 
minutes real lime) and hope that you have caught enough. 
Your total weight will be displayed and, after a short delay, the 
overall results will be displayed. Your target weight is about 
ISOtbs which will be dependant on the type offish caught and 
the waters- The target will be easier to reach on some waters 
than on others. Some fish will not be found in certain waters. 
Practice makes perfect and you will understand the game more 
after one or two plays. Good luck with Catch Day. If you are not 
an angler it sure beats sitting on a wet and windy river bank all 
day and if you are committed to the sport then Catch Day will 
keep you occupied in the evenings, Nighl fishing for real is none 
too easy! 




READY TO RUN 

(or ready to catch!) 

If you don't fancy all that typing, you can get Catch Day 
ready to run on this Issue's disk, which also contains nil 
the other listings in this Issue plus the BONLS program 
Just send £2 95 to rage 6, IU>. nux 54, Stafford, ST16 1DR 
and ask for Issue 39 disk. You may use the order form cm 
pa#e 4 ( J 
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CATCH DAY 
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CHTCH BAY 
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ATARI um - RUCM9T 09 * 



i ttfm ■*« 

1 REH » 
I REH " 

* REM H 

0 REH ■ 

1 ffCH * 

T REH * HCM 

* *EH MM ■ m ■■■■■ p ■ WMMW W * MM*m B ■ ■ ■■■■ ■ ■ 

S REH 

ib bih t* C2J ,Ba4c21 ^ttll ,Rll(l9J ,Hz*i 
1*1 - C* ELK ,»1IIH1, apt« (llhtHtlil^ 

ama»,OHlci» p rt« ci*l r iu* <l*l 

tt DIM Wtdtl^lflt^FLlllZH.FLItltl 
J,BEC1*J ( H»|(»II 
HB II HHTPzPEEH EABB1 IPOHF IM.vmim It 

5* 11 BC« CfEMf IWil'l 

DA Id POKE 1 11 , RFTFP 4 iCRAPHTCS 1:CR*9=BMT 

p- i i d» zcoosmzco s poke /a » , • 

CO 19 tOJUl 7miriPH !=• TO IBZJiPFJRE AD * 

I .PEEK <S7I44»Z) cWEKT T 
VH 20 FOR CH=1 TO JtP04 = AR*(CHBB3 I FDR I • 
TO Pi READ Ai RARE P04+X r*1 HEHT IlWMf 

CM 

J J II RE5T0WC TD»;PGR CN-t TD 1 I ! 

CCH+HtllPOR J=* TO 7 IKRI RE POKE PB>4*I d 

A ■ NEXT T L HEM T til 
LB 14 TO* CH = tt T* XZ[R«:;AP+tCMRtO» FF*E I 
TO F 1 READ *] PARE #41+1,* l KENT 1 1 REN 

T CH 

PU IB FOt CH=S4 TO 0lFPOl=ap+ ICH«0> tF*H I 
=0 TO riHU RIPWE PH+I,*XHCMT I SHK 
T CH 

PH » FOB CH-lb TD 2BiP0 4-AB+(CH*tii I PO* I 
TO 7l*C4k* RitHt 00**1, RlHEWT IlHRTK 
T CH 

TV tJ RE 1 TOO* 400* . FOR CH=1I TO 9*lP04=*O 
*[CHfhBlrEO« 130 10 71 READ A ■PARE HS*I 
, 1 1 HE H T TiMFHT CH 

H 10 POKE 7*0, C*«M DATA HRj TOO , IDS. 

Ill l tM > Itl,lSK,»B . 117, It? ,«I, 01, LET, 

117,990 

£> IS M7# «0,Z*4,E04. 452,ZSZ, ZS4, ifS4,JS 
■ 

40 E D SUB 9D**EG*4uB 1IRR 

7B FLA*=""l Fl !*="■" 

t*0 P=0 ILD=* tIP PLlSO"" THEN It* 
101 T Ml H™ 

12B 3CTC0L0R 4 , 11,11; IE TC □ L OR Z.H.tlE 
3ETC0L01 9ETCHL0R 1 , I , 15 ; ittCOLO 

H 1,11,1:1 POSITION A. *i POKE 1014,1*7 

in t aij"CHM» vauR cDURitr" 

110 P04IT1M D,llT IKl"l.*nHL4nd"t*04l 

tiir o^opt Hoj u i.EBttramr'jpaiiTEOH a,t 

FT H0j "1 1 AER fROWr" l PO a I T IQH t,f 
lit t Mj'UtJinf-lPallTIDH B , 1 1 IT RRf 
j'B F1-* WCf r POSITION S,tT 3T R*l"9 r RU4T 
HI" 

110 T MET HO El H*i* «Bj"PREll HD, DF 
CHOICE" 

1BD CL04E Nit OPEN Wl i 4 > A , FF K ! 11 
EE 2B1 SET HI p A j A— A~4A i IF A <* OR *>0 THEH 
EH 

iH 1TB OR « SOTO 1*4,140, *H4 ,211, 11*, ZXO 

mm C J n j 1 and" i SO TO 100 

PC 141 Ct:<flHBff> FOOTS ±SB 

JC tRO C $ -"RE H HAH K " : SOTO 200 

11 211 C -t - "<RBjinW»- i enm i» 

■E 310 Ct^-FRARTE "3S0T0 1*1 

HP ZIP El="R||STRIB" 

LP 390 (UllTfllDHJWHF CM>"4n*J And" T 
HEH Z1B 

iH i si if az* THE* uFi*--iHHH3B)»:0pVii-"D 
E4I4MK" 1 OP I ■ ^ -a^JUUiT' i 0049 ="FRRNC E " I OP 
tl-"M14TRII" 

HO miF A=l THEH OP It- "DEHHARK" lO»JSv<fl 
I OP Ji-'T RAHCE" : DP 4 T = ' 'AIDTH I 0" I OP 

G1 111 IP A=S THEH e*l»--fTJUilUlf ' lOFItr'TI 
flMCF" : QRIf I'AUSTDMH I DPdf^'UBinOr J OP 
Ot="iEHIt*PP:" 
OT 1S4 IF 0=1 THEH DPlt^<FRAHCE"!OPlJ: = "frlJ 
1 THl *" IPFli = 'MHUHmi" : DP4*-"D E HHDHH ' > : 0 
FSt ~ -l ^*J p ^B?I3fr ' 

aSB IP A=4 THEH 0Plf = - AUSTRIA 1 '] OP?> = 'fJ 

IfjUJJllF" !*PI|--|>EHFHHK" rQ^at^-KQEBB" t a 
P*tz-"PKARfiE« 
10f GOTA no 

2«R IF CiO'imEHTl}" THE H 170 
101 IF «=0 THEH OPl*z"«n«l AD*" | OP2t-"D 

ehmrr" i aP3t^-li|UUUfJ- 1 OP 4 • = '-PHAHCE ■■ I OP 

**="BH*TRIA" 

101 IE i=l THEH OP 1 «z"0EH«»RK " ; QP 2 $ = 'IB 
TT raj- ■ :: OPJtn "F RAHC E " : OP4 » - ■ B U ST R IA ' ■ : OP 
»*• "»nfll ■n4" 

5 t*i ir a— i the h opj,t->mmnr'iDPz*="rB 

ARFCE" 3 AP I$Z"RU9T R1.A" I DP4 t="«nplABd" E*P 

tL im* IT *=I THEH DPlt=*-FRAACE< :OPZf='<iHB 
51*11" rOPXtz *n*.| tn#'l 0P4*^-^DCHHARir" t % 



Ft ZB* IF A-4 THEH 0P1 0="AU 3 T Rl A" c OP > Z0-"'0 

n«i afia' 1 i dp a o?"de MftoRK- e flip 4 o=-iiaauiiir- 1 □ 

P0f= u nt*HCE u 
«H ZOO CD TO 71* 

GJ 171 IF Cf {)"»tPMWK" THEH 211 

OP tTl IP An a TH(H OPlt = >l Rn*lin*"'s apz4 = "B 
'tllHmr' -"''---ftfTTfTTTITl - ia*4tT»FBA#CE" eOP 

fli= k -AUlT*IA" 
NK ZPZ IF A=l THEH 0P13) -- HBBflffn - i 



Vmmfr- 1 OP 1 1 - P 'FHR1E! E" ■0P4l-"AU5TOI0"t0P 
^* "rnglind" 
VP 171 IF m-Z THEH 0P1 1 — - ^R'l UM I^ - ; flP Z $ = "FR 
AHBE" F *Pl*z"*4»rRlA^ i DP4*=»tnilind« i OP 

JH 1P4 IP tFSK THE* OPl*^RAHCE"t«*Z*=»AiH 

strio" e ***i*="# n o i *nd " i DV4*-<isa3amr' ■- o 



1F9 IF *=4 THEH 



n*-"*u m*ti*" s dpi* =»• 
■EOP4f = <WIBBI9»'io 



fj: 

HL 
L(l 

H 



IT 



■V tTH «*TD 11* 

pt zoo ip cs<> msaoa^' theh it* 

KV IlltF *j=0 THE H OPl*-"rFml*Tid" OPft ~"H 
liliOTf' i DP J t • " D F HE4ARM 1 1 i 0P4 1 Z ' "F RAHC E " 1 O 

-PCO^'-AvsTttin" 
XV 1*1 IP »=l the ■ opiC-<q3fainEtr f 'OPt4=^l- 

EHHMftR" [flPlt="F«AAKE" E0P4O="*ttiT*IA« ■ D 

^t-'-tnplinj" 
Al 111 IF *=I THEH API) --DERFHAHH" ■•P>lf=>'p 

R*H«E" I 0PI( = "DU5TIIA>< tOP4*Z"tA* lABH" ■• 

BAA- R1RRB—IRI ■ 

EP 1*4 IP A=t THEH OPttz"FRAHCE" 1 0.PZ* -"AU 

stria" eopj* -'>n* i*Hd ■■ ; dp4* =- tumiiEr' i o 

PC*Z"0£HHARE" 
P5 IflS TF izi THEH DPl.«s"A4l%TRI* H lOPl4z»* 

n o 1 1 hd" i op j# ^isasmm -. dp* * 



OA Z B S CO TO HfJ 

MM If* IP CK)"fR»NCE" THE* 1*0 
«H 111 1# A=* theh OPli="BnilAnd - E a4>z*^fl 
HSUTUEr 1 ; OP If • purpuric " i dpi* = -VifUlUJr- ■ q 

P*t=^AAItTHlA» 
AH l»t IF 4=1 THE* OPlf z"fJBBBTJEr'iOPI*="0 

E RHRBK" ■ DPI*- *'JWIM» > «iih*-.h*ihlt.t*.. , n 

P*|z"Rn*lHi4*" 
1*1 1»1 IF 4=1 THEH *Pi*="OCHPlDHH"iaPZf = r * 
BEEfjT' J OP J t z " TO IB" r OP 4 %~ "injl And" ! 0 

PS 1 z 1 -ffjlfiiJ JPfTfTV L 

LV Z«4 IF 0=1 THCH OPlf = »«BIIFN0Plt="*H 
*¥■!*** i OPlf * "♦Fip I ibI" i OP* t - ■ tinfffl " : q 

F El z"0£ * MntFH-- 
HH Z»B IP m-4 THEM OFi. * - " AUS TK I A" I OP } £ z ■■(• 
PHJl ABd" E *P 3 l^-flDBXl 1 1 : 0 P 4¥ -< > RtHFUA K " I 

OC 11* CDTB II* 

LG !*• IF C*<>"*UHTftIA" THCB IZ« 

EZ 1*1 IF *=■ TtiEH OPlt^" V n*X t nd"|*Pt*-"fJ 

'IJEBlff'' i op 1 * ="BEHM0RH" r 0*40 

P0C="ra**CE" 
YJ 10Z ir fi-i THEH OPll= k> HiaBIT£--: 

E HHARiL : 0P4t-"BBZB||- : DP4*7="F RAHCE" i OP 

*t="*B*l.nd" 
CJ ItJ IP 0 = 2 T HEH BPlf="0f HHHRK*lOPZ*?"V 

□amT' toR3*-"Fn(iReE" taP4t^->»pL«nd" i op 
as in if R=i theh uFij-'tnaaap": op-'SL-T h 

BHCE" i DP10 ±"fni 1 And" ] 0P4 * - 1 1IJJ*l.r> - ! O P 
B*="*CHHMRK" 
HH 1*9 IP *=4 THCB OPif ="FRRHCE U 1 OPtf ;"fn 
QlArtd " I Df>J* ^^EHBBfr-j DPAls"frEBHW*«"J 0 

UZ 114 GOUt* ****■? atOj"*l- 

PT II* POSITIDH 8,1:1 l)0;"<;nOUP 1 ";POStTT 
OB Z.BCT (*|" IQ" 9 ttrfl?'! PO-5ITI0H WtT 
IT ■*S0Pl*EP0i.ltIM B d l ( T HOEOPZO 

HR II* POOITIOftl 1,117 BBJ"^^ ":PDKE 7 

04pZS*iPOSITI« 1.115 7 MGjRU 
HZ IIB t HtiT MET HSi" pr.ii a fc*0" 

JC I TO IT PEER I7A«>=ZBB THEH 119 
A I 14 B f HC|"HJ"EP*1IT10H l.tIT Hl"SR*tfP 
l"lP01ITI*M },EiT Ml" ")0Pl*i« 

"EPDSTTIW I, Ft? RRBJOP jPOilTIOR 

0,1 

OF 14* T HOjOPO*]'- "IP05ITI0H Z,Il:T RH ; 

RZli" " 
TK I*« 7 HO I T H*it Mfc; ■■ J J J JJ1M HTRgn - ,» 

ORE 741,100 
LK »B IF PFEEt7*U=Z** I HEH I B 5 
HO 1«B GOT* 9 000 

BC 109 PORE 04ZAB h 1* 2 i CO«tJ0 900* 

TH 17* PDSITIOR 1,1)7 HO J. "TIME HWS TCHP 

u 

TJ 3*9 IF C* = "tnoUfi*'- THCH POKE 700,11 

H FUK E 7*104-194 
AH 400 IP Cn^lMBK.. «J t C*Z"f RAHCE ' OR 

C*--'4U*TRIA" THEH PARE 7*0 . OZ 
HQ 420 PORE l*,lcc<mj0 ZlPRiPONE 751.1 i PO 
704,150 



ai,4,G,«tti' 

OOtl THEH T 1 



ISET Ul, i 
"1E0T* 41 



EE--ECLD9E 
IIP A<I7* 



PP 41* rC=£MR9[B) 

HK 44* T ■*#* Qh.000H0Rrt ClAGGIT Or Blf 

T ER "I CLOIE SI tOPEH HI ,4,0. "K I " 

JH 4SA SET Hl r *^IP tOll AB* 0O47 ABO Bf 
? T7 1 HE H 7 "O-ICHTO 4BA 

UD ADD ***z:CH**f*J 

OR 1RR ? "414* PULL TOO SRDUHOOAIT Q/ 

□ 'HCLOOE HI 3 OPE* HI, 4,*, "El* 
*H 47* GET Hi, All* AO 71 BHD lOll THE! T 

■TJ-lCOTO 471 
HV 47* S*=CH*0tBl SIP ** = "r" THE N COMil BA 



i-U 4B* 



FT 



TC 
1C 
TT 
Jfr 
UW 
JH 
TQ 



VH 



T "*+4 P0VITI4H "MXf Tf 

z»P" THEH * -'FLOAT" [CUT in *** 
4 0* T "LEDGER" 

SO* 4i 1 T I CR (•! i K =H+ «=? ] * f 1 =0 » ♦ «=D1 - C 
9-111- Il:l« - ES=*1 3 T=*4 t*=Il3 • C4s« • IS 
=0J- t»=*i - CS?1B1 - 1 5 = 14> 
B IB IF H<4* THEH Hz** 

SIS IP 9=2* BBB K>BB ABB Kill AMD T>1 

2S THE* H=lt* 

SIS IP R7Z0* THEH Jt=Z*« 

BZS IF Mf ABB N>** OH* K<119 OHO tUl 

E THEH *=D0 

SIO IP T(TS THEH -f-rX 

U* IP 4 = 11 ABA X>AB ABB Mil IE AMI ¥ > J, 
IB THEH K=ll* 

*4*.IP V3 14E T Mm 4 U^ilSIl,FIH44 r »H4 

17914V, *1 I T=14* 

94* IP 4=11 BBB M) OS 44|P N< 1 IE AB* V>1 
1* THEH *zU4*ClftIO,PP^40,Ptt4lZ9l*V,*] 1 
V-1ZH 

99* R=U4R tlBXO , PH, PH* 1 7M*T , 11 

BBB POKE 93191. H 

97* IP ITHICfOJ-l THE* EBB 

071 *=II9R f 1*10 . PH44* , PH* 1 7*2*T , Bl 3 EBSB 

■7B IF T*="T- THEH 7*0 

000 PO* 1=2* TO IS STEP -0,IDF9*WP» 1,1 
,B,ItlF M<±44 THCB *=U9*IlftI0 F PH4ULI r P 
•** 4-791+ III t Z*I iHEHT E t GOT* 000 
0*1 4-U4* 41410, PF*P 2 IE , PR*1 791 4111 , »J 3 

B** SOU** *,*,»,*tP** 0=2 TO 2BBEBEHT 
OFPOH I=* TD IrlDUHD fl r BO .0,1*1 HEHT 1 3 
4dU» t t *t* M * 

D00 *=H4Rfl*lB d PH*lEZ,PfrM 79141 ZI,Z01 3 

POKE DIZ49. 100 ! POKE C11S1»H 

199 BztJSH Illlf , PPt* 3 1 . PH+1791+V p U 

BBB FQ>R B=l TO 1* 1 HEHT * 

010 A=U!l*t.2B4A, PFHM , PH+17914V. OF 

AZR FOB 1=1 T* 10 ! HE M T 0 

01* *=U4R (1*14, #41*24, P4tt-l>791*¥^ 01 

04* FOR B±l TO tftlHEHT 0 

BBB A=U9B C1SI0, Pmi4, PH*17«2*V, Bl 

000 POR 0=1 TO lB 1 RENT A 

*70 A-USRE4S31 r PH4 3I.PH*17914V r *l 

BBB FOR l^i TO 20 9 HEHT * 

4BR irUMI 1 911 , PPF+ 4 1 , PH* 1 7T1 * V , ■) COT1 



UC 7BB A=U9H (1 DID, PH44* , PH*i 791+Y , *1 i FOB 
1=1* TO * STEP -O.XBlSDUBD 0-1-0,1 

PE 7*Z IF H<1** THCH R=H40f 2*10, PH+11Z. PH 
+2791*211, ZB1 iHEHT I;*0UHD *,0,0,*lG0f 
O 71* 

T9 7*4 *=U4RC1*ZB, Hhlll, PH+1791+1ZI, TO) I 
HEKT I: SOUND 1,1,1,1 

HL 7B0 *-U4fl f 1S1B ,PW2BZ,*+I+17*1«11I>11J I 

Poke b s i i -s , 1 1 a >. poke SI291,R 
EO 72B FCHt 0=1 TO 10* 1 KENT RlFOH ISA TO 3 

E90UH0 * * BB , 1 p LB [ BC NT 1 1 SOUHO *,*,0,0 
IE 72* PANE 7B7 F ZB [ A=«4B(lfilS,PH+4*,Pri+27 

41*1/, 49 
GR 79* POKE B314 9,4** 

46 77* T "*" E POKE 7I4 > II»HF P=0 THEH PDK 

E UpBlPQKF 1*.* 
OH 7BB S*-BFir HI* O "HA 3i THUHBER ST0*H9" 

THE* LI=-l;E0T* 799 
CT 700 L 1-2 

TF 790 IP CHG1K-B A» HC^K+SF ARB IVGFT-* 

AHA TS<T+91 THEH 4*^4B*1 
FH 7 90 IP CTEpUBB AHFD BAlz"C"« ft* ETEP1>SB 
AND TEH < 05 4VH0 0Al = "H"I OR ETCHES B M 
0 E05="l"l THEH Sfl-SB^B 
CC 004 EOSUB Z***3A=IHTIRH0C*J«2B4» a IF A> 

Bl**) 9* amn «fi** FMEH SBB 
HQ B f * IP A1LI THEH BBB 

UK OZB SETC8LOR 4 . Z. Z 3 IE T COLOR j.CJ,IJ:U 
TCOLOR 0 , CO , OB : 1 E T COL DR 2,1,1 ! 5ETCOL0R 
l,*,0:rO« TO INTITRH0t*}*4B*l*IB[H 

CRT D 

ro IH MTCOLOR 4 , H F IS : SET COL 41 1, *, Hi SE 
■ COLOR 1 , 0 r 19; IE TCOLOR 1,0, IS: SETCOL PR 
0,0, 15; FOR faf TD 9 FHCKT 0 
UM 131 9CTC0L0R 4 , i, 2 z SE TCOL OH I,C3.0I,SE 
TCOLOR 1.CA. Hi: SET COLOR E, 0,4 e SET^OC** 
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CATCH DAY 



Li 



JV 



• 4* FDt D.-UT»H9(t)M)t7 TO * 4ft* -* 

•sisoutifr o,z*o,*,A9 40uho jl,150 f * f r: 

UHD 2 r 15Rx4 F R:HERT t 

• ■• If Hit = "IS HAIRY" OA B*1*="«A4 THUR 
DEB STDBMi" THEN 40UN0 9,20.0.2 

000 IF 4T*IttR>=l then bb* 

B7H f ■"*** HI -hSFfi" :FOP B = l TO 

200 J HEHT Si? "*"JtOTO 000 
911 POKE FB7, LJ2 : VDUMB • t 1 1 ■ , II * I ; F DR 
9-1 TO MS IF 4TRIb4*l=l THEA HEXT R^SO 
MB *,*,«,• | Pout /07,30;tDia ooi 

91* SDUHD "A4* 

FISH HOOKER" : RIP- 144; £04110 1000 

91* 4=4tlCV<0> tW=k*ES = *»- (11 = 111 f1f = V*C4 
= 131 

92? IF X<4B THEM K=4R 
931 IF N>140 THEM H=140 
9J& It* tC/j then ¥-/i 

941 TF ¥1-4*5 THEH Y = 140 

943 R=U5RC15I0 F RI4+0IR,PI4417414Yr*l = POK 
e B3»i r Hica^uB. iait 

991 IF Y)ill AHR IH>45 AHR KUfl) T MEN 

it** 

TBA IF 4 = 11 THEN OIH=XA4 
4TA If 4-7 ThEh RIA=210 

♦Tli IF Al*<>"r .wan tng« AND BltO-r T 

hiHti #no" AND IKO'T tr*nt pnjj" THEN 
1**0 

400 IF 4=13 THEN RIR=14R 

¥=Y-R..2:K=H-i,2: if 4-is then rir=i 

lb 

995 GOTO 42R 

SSS BFH I'l'VA' 1 I ^JtllMl l HU*M!TI 

INN* IF HUO»F T^ANHA" HUB R1*C>"P A* 

on" AN* RitO"r tr*nt" THEH 1KI 

klie RESTORE lllilFDI 1=1 TO IITCHHBIt 

]•««>• | iREAB fi-HEKT I ItCTURH 

1014 IF ftltO-g UJPIilLUJJI IIP AND HliO 

■■a mxm nD< **■> riiO'H |nxi na? 1 th 

EH 1D4A 

1190 RE4T0RE 1200 [FDR 1=1 TO IHTCRNOCO 
l««)*llflEH Ft] NEXT I ] RETURN 

ibaa tf pi s o "O ma hte*- aho wi; ■ -i 

AHA RltO'TJ Mm THEH 

X**D 

lOSB RESTORE IIHApFDR I±* TO INT [RKB t* 

XAAB Ir «!»<> R +*UP AUV ANA RltO"R 5 
41 «CW AU5" AN* RltO"R EHHS »UV THEH 

UN 

1070 RE9T0RE 1 400 : F OR 1-0 TO INTIRHBEA 
1 1 4 J ; Rt A B F J : HE K T I ! RETURN 

1000 If R1IO-R UIEHHE FRA" AHD HltO" 
H LDXH FRA" HHP AUOf FRA" THEM 

1040 

1004 HE 4 TORE ISO* 1 FOR t=0 TO IHKRND CI 

I «WJ I READ Ft] HEHT 1 i RETURN 

1040 RESTORE L£B*iFOH X=* fO IHT (RHR (0 

>«0t : REAt> FfjHEttT T [RETURN 

11H PATH RREAH 

1110 BAT A PERCH 

1110 RATA RACE 

11 im BATH H0ACH 

110* BATA BARBEL 

11B* RATA CHUB 

1200 RATA A PE AH 

1110 DATA ROACH 

IK* *ATA TEACH 

1210 RATA RREAH 

lid* DATA EKE AH 

1140 RATA RUBD 

1199 BA1A IRE 

1110 BATA ROACH 

1110 RATA I BE 

11SH DATA ORE AH 

1341 BATA AOACH 

1340 BATA ARE AH 

1410 RATA C HUH 

1411 PAT A ORE AH 
l*JB BAT a PERCH 
1430 RATA CHUB 
1400 RATA CARP 
1B1B DATA RREAH 
15?* PRT A CARP 
It SO OATH PERCH 
1H40 BATA CHUB 
1000 RATA RREAH 
1A1R BATA ROACH 
lBl* RATA BREAN 
161* DATA ROACH 
104S RATA RACE 
ItM DATA PERCH 

1793 ntn asa 



or r 



■ Aid IF F ?"''! AR BEL" OR F * ~ "HH E SH" 

*=**C*RP" THEN POKE 7*7, 21B 

lfllO IF Ft="CHUB" OR F t= "ROB EN" OR Ft-= 
"(fl(f I1B FJ--.LDE" UK r^-'SUDD 1 - TMEW V 
D F f ? & I , 1 1 

10 20 IF Ff="TEBCN" «* P0-" PERCH" THEH 







- 



J 



POKE 7*7,100 
AT 1R1R RETURN 

m HEK 

ji if mm * "0*4 
=U4RflBI0, 



fish li A "i FS : A 
j.PH*l F41+Y F SI - POKE 7*7 t 



T I 



FB 
Ml) 
■A 
PR 
TR 

HI 



UH 

DC. 



CO*iUB 2100 
191* R04UR 2000 - IF PEEK [412 741=1 THFH 
49* 

192R IF REEKIBIZ7»JiS THEH 44R 

11JB tr Af EK«53X7»1=* THE* 400 

19 40 XF }fl|fW*J THEN 469 

19S* FOR B = l 10 ItH HEHT AsCOTO 1 VIA 

Hf| T«*MT (RNR (*}«***> c IF T —AAA THEN T 
E«=TEH-1 

ZOO 3 IF 1-1*9 THEH TEH=T*H*I 
1*10 A=f f EK 3 A-IHT [ft/lb J i P04XTIAH 4 

**■? flA^A; POSITION 10 F O:T MlTENj'T" 
2020 IF A>4 THEH 7 "HI* VDUR HCICHT I 
S "jLHj -LB FO* "in" FI4ri' 1 ;^0UNR R.lii> 
OpB;F*R P~ 1 TO 1A I B : HEN T PitiOlD 400B 
ZB3* RETURN 

109 9 RFH i'^fe ■j^d'l. M^t AM'IAF 'T— *M l tfi 

1100 ir f *="BREAH" OR F$="CmiR" OR F*= 
H CRUEL OR F = '"PERCH" THEN LB-LB*INU 

**D<R>*3J+I ff=F+l ^RETURN 

2108 IP r*="DARR" OR F4="IRE" OR T*= M T 
E Hf. H 1 ' THEH L BIB * I HT EHHB C *] ■* I * 1 ! T = F * 1 
t RET UAH 

111! E-H L I + 1 : F — r >1 ElET UHH 
2444 HEM 
3*A« T »J 
IBB-j t B»J" 

1010 ? «*;? «*;"1 tuwtrr 

t (-,a*P i am h ■ p" 
3R2R ? MR:* Nj*]"X luluwi 

C h -imr 1 Art s- h L p" 
ia.il* 7 w>r? bej"i winter 

C h AHp i An I b i p" 
1040 7 B*t 7 HO; "4 tprins 

s h*np l □ n »h 1 R" ' 
1044 T ttt:7 ttAc? Utj "PRESS HO. Or CHOI 
CE" 

JB5jO POKE FB4,2RB:CL05E Ul ; GPFH Ul , A , A 



Mi 4044 «ET Hp HI 



HJ 



a fl - i fl . T F Ail DP AH TttE 
N i"R5S 

IROO IF A=l THEH RTt^"JUH ZlST" 

3*4? IF A=2 TtfCH RlH = "4EPF 114T" 

1R04 IF RPl THEH RTl="REC Z1ST" 

3R00 IF A -4 THEN DT«= HAfc HIT" 

la 7* 7 nO;"**RTE r '*;RT4 

TBRA ? Nfil? Alb ; "HEA THtR C0NRITI0N4" 1 
101* IF RTS-'fJUN 11ST" OH BTt— "SEAT 11 
ST" THEH RESTORE I2RR;F0R I = R TO IHT CH 
mattW iHEAD H14 : HEKT I 

1045 IF RTl — " JUH 11 ST" OH BTt— "'SEAT 11 
4T" THEN RC4T0RE 33RR ■ FOA I=A TO IHT EH 
HPEA)*BJ iAEAb Hlf I HEHT I 

III! IF DTf ="DEC 214T" OH RTf-«HAP ill 
T" THE* RE4TABE IZSRiFOR I=* TO IHTiRM 
D [«] P 9 REAR HltcHEHT X 

11BB IF RTf="OEC 114 T 1 1 RR DH "«R 211 
T" THE* RESTORE JZ3«:F0R I=i TO IRTtRH 
0 (II "?i : HEAR Hit] HEHT I 

311A T BUT BAjRlt;" AREA" ■ IF H14 0"HA 
J THUHRER 4T0RH4" THEN T Hftj ■■ 
HP *: COT D I1JO 

1119 ? |R>X" "J MX* 

1±EH ? «r? H«,R2i]" AOER'MXF H?5(>"Hrt 
4 THUK4EB ST&RHS" THEH * HO;" "! 
Pttt 1CAT0 J13* 
1124 f "41" "fNOEt 

3110 If Hlt="I4 SUHBV" TMEN TEH= FO ;Ct = 
I ] *■— ■ tCl-Xl [01=4 

tl«fj IF ML* -"14 RAIHV" OH hl* = M IS CJ_DU 
l¥" OR Hlf="HA4 THpJNBER 3TDRH4" THEH T 
E M- IH T ( RHD E* I *2 Bl * B R ! CR^O : **- IE :. C J - 1 1 \ 

R4AT 

i ISA IF Hlt="I4 FOGCV" TKEH TEM=INTCRH 
RC01H1R1 +0* :C*=* i 0R=0 I C1=R; RJ=* 
1140 IF HI I ="14 H1HRV" THEH TEH^lHT (RN 
RI0IA20) 4J0:E!R^*LH*=l4fC3 = ll r03 = 7 
1171 IF Hlf="X4 ICT" OH MX* = "ptA4 1H0H" 
THEH TEH= I HT IHHA f 01 H10 1 * JO t C«- * t HA = 1 B 
rO3=*l0I=lR 
3ZII DATA IS 4UHMV 
321R RATA IS 9UNHY 
1ft* RATA 14 4UHHT 
323* BATA II AAlHV 
3Z4B BATB HA 3 f HUHAEH 4T0AH> 
33EA DATA XI CLOUDV 
3 2 00 OAT A 14 H1HRV 
J 1 7m DATA 11 P-OtfiV 
3 2 IB DATA XS ICY 
9 24R DATA HR4 4N9H 
3 3 RR 1 RBI? »■? II ? mm; 
K*V":P0HE 9 00 j 196- 
1104 IF PFFK f7fi*J~XSB THEH 1 



" i LRU "10 



LBZJ 



'LB 



It 13 p * COTD IBS 
H r 13 9 » REH 

TO 4*00 7 HO j "A" 9 POKE 1014 F 1 07 i TOR 1 = 0 TO 
1 : 40UH0 I,0,*.* F P0KE 53 240+1 § 0 9 HEKT I 
H 4BBB 1ETC-DLDH Z , B r 4 \ SE T C DLOH « F 2 F 4MET 
COLOR 1 F R,X4:4ETC0LRR 1, 12 F 2 ; SET COLOR 
4. 11,1* 

HU 4B1A IF FLlf=tt THEH 4«*R 

HF 4*1S 111 INT ERNB +SflELBZ— IH1 CHH 
RtRJ*lRRj>4*RllF LR-L01 OR L0=LB2 OR Li 
1-LBZ T HE A 4A1* 
VP 4BZA 7 BB;" CROUP 1 RESULT*" 
RO A*>* T H»J" " 

FT 4*4* T HO : * H*J" "^Cl:" ,i ;L*: ,, LR "J IHT 
tflHR4R3«lB] +1 ; "01" 
V A*5« T B%it D*;» "j-DPl*; 1 
IHT CRHR f Rl Hi* J +i;"fflE" 

CZ 404* T P»;T ■* j*Plfi' 

IHT CRHB CI3*1E1 ♦ 1 > " □ Z " 
4H 4070 IP PEEK C 704) =2 44 THE! tOTO 1B7B 
KR 4B7E IF LB) MM THEH B0»PJ0 7000 
KM 4*00 L03 = IHT (AHR (*)«1RR> «5A : p *4 TM1 ERA 
B I BT -IflBl *SO:LBS = IHT ERA B t BI ■ 1** 1 + 5* I PO 
KC 704,245 
LB 4 ABB IT LBI-LB4 OR L05 = LB4 0* L0X=LBG 

THEH 4000 
HE 4H9B ? HB F "H «R0UP 2 RE4ULT4" 

FH 4H9E 7 H i " " 

EK 41RR T HBlT BBA ; " »ja«* r '^LOlfLO "1 

I HT ERHO t 01 »1* I* 1 j "01 " 
«R All* ' Wf WSJ" "iDP4*r' -;l04;"l* *J 
IHT E RHD C09 -I Bl +1 J "OI " 

14 412* t HO;' «4P" "]0PSt JLOOf'LR "! 

IHT (RHR E*J*1B1 +1 P "02" 
IA4 411* ir PEEK 1714} =255 THEH ALIA 
B4 414R t B»9«H TIHAL" 

DP 4140 IF LB>L01 AND LBiLBZ THEH Ff.lt=Cl 
PT 414* TF LIOLH AHD LHX>LR2 THEH fll» = l 

Pit 

RH 4110 IP LR2>L0 AHD LB 2 J- LB L THEH FLlt=0 
PZf 

OA lite IF LBI>LB1 AHP L13>L05 THEN FL2*= 

apii 

*C 414* IF LR4iLBT AND LB4>LH« THEH FLlt= 
0R4t 

HZ 4 ZOO IF LBS t L Bl AHO LR5>L04 THEH FLZ*= 
OPEt 

NU 4210 ? HO I 7 HO; FL If 9 " KB " f F L Z t 

I-i 4XZH COSUB BVIB1T HA 9 ? WO ! T H*:R*t 

A E 4X3* IF FLltOC* THFH T HS. : 1 SB i T HB|" 

40RRY VOU HAVE HOT OUALiriER-tCR 

TO 42*0 

mt 4Z4A COTO 4141 

MM 424* t HO: 7 HOJ" IJ:TAiSMHA, , Alj[ilLi 

IJiHUHAff " a POKE /DA „ 255 
BM 4Z6I IF PEEK L7B41 =200 THEH 4100 
KB 427* 7 «4J"A IAIT-T—J*aiTBMF - 
OY 4 2*1 7 ■*!" " 

m 4X9* TLR = IHT (RNR C*)H1**>4**1 FLHX-IHT ER 
HD Ell * BB 

BPi. 4900 9 «* i 7 Ml" " F rLX*|" ,t ;FL0;"L0 "J 

IHT CRHR (01*151 +1 9 "OE" 
CH 4 I 1 # T Hi? HBj " "jFLltl" M jFLRli"L0 " 

) IHT ( RHR E* 1 #1 H} *19"02" 
MB 422R I if FLB>FLB1 THEH f BBA 1 9 SB 1 7 MjF 

L1*J , < BP* th»"i7 HIT HA;< 



AH 4JS* IF FLH11FL0 THEH f B*:T RO : HOJ 1 
"i Flit 9" iyia*E*frj4" : T NB E 7 SB } " t 

IkflBWlOAW* 1 
CH 434R POKE 7*4,2*4 

UM 43*0 t H*9T 1 "Pr«n m kiy 1A 3 T *F T. 

FIAKt AttCh" 
MO 43*0 IF PEEK (704) =255 THEH COTO A3BB 
OH 437B XF FLlt±Cl THEN 100 
TJ 43BB COTD *0 

50 4401 T BtA 9 "K finiL rBSHltB" 

RU 441B t Hi J " " 

TT 4411 LB1 = IHT EH HD LR 1 *1 RR1 *5*-TF L B = L 1 1 

THEH 4415 
E A 44ZB 7 BM97 H* 9 " "^ECltl' 

HT (RHR (I1*1S» *l J "OE" 
HP 44.IB 7 n& ; 7 HO 9 " "1 FL2t J 1 

IHT (RNR (*I PIS 1 • X i "OZ " 
CM 444* IF 1*>LB1 THEN 9 SBJ*' ■'iPLlS;" BE 

NM 44*1 IF 1B1>L0 THEN » Hfc : fL2S— 

mm "it ho 9 m lAiMiiinn-ifl " 

SJ 441* T Hi i T HO P T HOJ" pr»*t A K*0 t 

0 " i ■* HOJ" c an T 1 nut" ; POKE 7 04, ICS 

FH 4470 IF PEEK (704? =1BB THEH 447* 
KX 4414 IF L0>H<H THEN CO^UB 70AB 
MM 44BA IF L0>L*1 1HEH OO^UB lOBBfl 
T* 4440 tOTO 9R 

UR 700* HiB***t J Ef* E"H"l? HO J ' 

■fJJJ" J ? HO 9 T HO 9 9 m i ' 

11 9 T St I 7 SB I 7 H*J " 
HE 701* POKE 750,114 ' T 

? HOc? 





jlB;"Ll "fl 



1 ; I.B1 ; "LB "i 
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\ew Atari User - Issue J? 



CATCH DAY 



"IHIIUMI til*:? » 

*JH 71 1* HH^Lft 3 K?I tVll | FOR 1=1 T4 B 

Pft 7H3* POSIT I** H. Y-l j f t*»j*» "cPllITIOH 

ii,Y»xtT M i«Ksrx«ca»iiisii«nsn«t- 

11=1 11 Ml r¥=Y* (1=113*2- Eft? 14**1 
■I 7HJ1 IP K<I THEN «=J 
N* 7*32 If fc}J3 ttftH H±1E 
AE 7134 IF T<1 THFN ¥ : t 

Li nss if r>n then T=il 

HI 7*41 KilfiOB ■**-!. 7 moj:"-»iP01ITI0H 

K,Y*itt a*)"— 

HM if inil(«l>« THEN 7B74 

rjt tni if iTICRf*l=10 rnti fBh d±i to ii 

1 MKT PE«OTO 7*** 
LZ ytlt rOII Bii TD 111 HEKT t:UIO 7*10 
K« 7B7R LOCATE K,¥,A!N»tl,ii±CHHS[Al 

7«oo koiitiga 7 ( ni7 m j Nitron- 0=1 to 

II [NEXT 0 EHEKT I 
KP 7*1* fDB R?3 TP 2* EHEKT Of? Mj'-HOFim 



IF 7100 7 Bt:T M:7 HO*" HH.E u LO Br 

|M 

LF 7110 * *Tfc: ? MiT f»rT •»)" PPRZ* j 

*i*M t* (4fl1 trtu*" 1 POKE 714.111 

YY 7130 I* PEEK 1 7ft J I =301 THEN 7120 

*h 7 in » h*:"a»iP0Ke 7B**cH*ftj return 

EK 7«* IBM I I I ■■■ —KB 

UK fOOt AC 5 TO A* Rill c FSB 1=1 TO TNT ( AMP <4 

l«ll«ltREAB lltlREHT X 
IA IAII RCftTORE OlRRtfO*; 1=1 ID 1HT [HMD CP 

1*01+1 SHEAR HIIlHEHT I 



•i*i data m mm aui 
•li* tftTfl rj mn REE) 
lift DATA R UiRflm FH 

nap ppt a a setjei ra*r: 

Pldl RATA KEIL UHiL OEM 
t 1 •von #n-fl 
P 1ALZACH AUft 



n fluic run 



LOTH Fib 



LDKCR PC H 
Irtnl *ng 
FNN'j RUl 



xm 



EC 



01 



IE 



f * 



AHA P*TI 
■111 BAT* 

0170 PAT A 
SIM PAT* 
011* PI T I 
III | PAT A 
OHO PATA 
P211 PAT I 
BZ4I PPTA 
I1H PATA 
A2H PIT I 
If7 I PATA 
i*Tl REM 

15RI POKE 8*1*1, IP* iPQKC 5324 J ,41 A=U94 
1 1 1 IP , P H+ 5 7 . PH+1 7 II * 111 ji Z PI I FDR Bri TO 
IP INERT 0 

HI* fl. U^£H]l J t*B.^,FMtinitiZI r 2« f 
FOP p=l TO lOt RENT I 

IBTO 6=U1B<1EIB, PHflt.PrHinmiJ^M I 
FOB P=l TO IP i REHT * 
III! IETUPK 

■•PR POKE 707,7.4 1 T ■*»■* P01IT10 

■ ¥1U1 THRRH -Jir Rfi^R OR VC=4 THEN *- 
R1RC 101 A, Fptll, PH+171ItY(.,01 

•Olff B3±3P* l VSrH I VS= 74 l 4-U5H C I BIO , PH. 
PH* 1711411, p) 

1*1* 4±ftT I GJ£ CI J e MC-x^t £1 = 71*1 4-1 ] • Eft =1 
1*1 5=1 1 1 ~ t*> = II) - t*=*J I V £ " TG +■ C 1 = | J p ACfA 
Ji*rs-?l (1714! - Cl^Ol— 1L=1AI 
■Oil IE XCC4I THEM XC=44 

■At* IF 1=7 AN* HUH ABA BECllO AMP Y 

i>ll* THEN Ac = I E 

■At* IE KE*2*4 THEM HC=H* 

■ •39 IF S-ll AID NO PS A MO ttC*119 ANP 
'SUM THE* XG=119 

■•14 If YEf 73 THE* YG=73 

••1* IF ftzlJ ANA MR} PP BBB M«(110 AMP 

TG>1XE THEN Y4=120 

■ •4* IE V6>1*# THEN VE = MP 

<••• ■ =UftAClEI*,PH,PH41711*V[.,Bl iPGKE 
tlZSl.HC 

■•■• IE IT PI« ■;«>-! THEN Ml* 

••7* ROBE 91 101 , !•• t A=tt$* C1.B7* , PM+4* > 9 

H*17T14VG, Al It "B"EIF Kt(100 THEN P6=f 

1M-K«/|1«-VH | GOTO BR 7 E 

1071 IE KE71RR THEN AO - C M 0-100 J f C 1.40 -If 

01 cABTO P070 

■•74 «P=0 

Pt7A FOP 1=140 TO VB, 4TEP -HMURf 0,1 

P l 

■••• IE KC=1AA THEN A=U1« C 1 016 , Am 1 72 j 
PH*17H*-*j PJ i HEKT H GOTO A 71 A 
BBIB IF RCtlAA THEH i-UIR C 1010 , PH* i ?* , 
PH+1 711*1 * If | POKE r HI I HI =UR -BP ■ HE 

HT I : COT □ 1710 

•?•■ A=B1A C10SA, PH*171. PMH1711VI. « I PR 
KE 01 tOl , ■ 1 p H1=H1^AP t HEHT I 

171 ■ ftOUB* 0 , 10 A=.UftB HftlA , PpH^lO 1 , 
PH*17»1 ^vu, OJ ;rOR p=l TO 10 E HEHT A t A=0 
M I1«A , PH* i OT , PH+ 1 711 *VE r Al 1 1DUHI 0 * ■ 
■>•«• 

■710 EBB 0=1 TO 201 HEHT A t A=HStt C1010 , P 



POKE BBV.AHETCOLO* I, CI , 01 1 IE T UB 
LOR l.(t.4l 1ETC0LAN 4 , Z , Z i ftFTC04.*B 
10FHTC0L0* B j CA , BB j POKE 16I4.PECRC/1Z 

p 

10*0 POIZTXA* 0,1 i 7 B||* 
I3SUSE" ■ P01ITIOH *,4l* lit; 
lailllVtSI" I HEM lit C HhR . 1 CHTRL 1 * ' 
mi position i.b:' nh .: -oMMJUMMMMMMMMi 
IBUIEi?':P01ITI«R A j • i 7 n»; iHBffJ|||JuZH 



EI 



E¥ 1*11 RBI I T I OH l t 7iT HO; 

F-jpoiITIOR A, BIT BOi 




90zo miTioH o.itf MBj'Ui 

■ J RdftlTiOH Bill IT HA; 



pj TR2S ^aurro* o,lli? ^ ^MBlllflllr 
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REVIEW 



PAGE MARSHAL 



Are 8-bit owners being left out 
of the current vogue for desk 
top publishing or page layout 
programs? John S Davison 
takes a look at a new page 
layout program that may solve 
your problems 



T he arrival of a new application software product for the 
8 bit machines is something of a special event these 
days, so 1 was quite excited to receive a review copy of 
Page Marshal from Volar Software. Us auihor, Richard Prungnell. 
describes it as a 'text-with graphics page processing (desktop 
publishing) system". That's quite a mouthful, but simply culling 
it a desktop publishing system would be slightly misleading. 
It's designed as a tool to assist in the production of single page 
printed documents containing mixed text and graphics. The 
term graphics' here doesn't mean pictures produced with a paint 
program, video digitiser, or image scanner, but the sort of 
artwork needed to depict such things as flowcharts, graphs, 
business forms, organisation charts, statistical charts, printed 
circuit board layouts, electronic circuit schematics, and even 
musical scores. Specialised uses perhaps, but the basic software is 
flexible enough to be usuble in more general circumstances. 
The package consists of a 5.25' disk and an 18 page dot-matnx 
printed instruction manual. Side 1 of the disk contains the 
proqmm code, while Side 2 holds the fonts and macro libraries. 
The programs were written in Turbo Basic and 6502 Assembler, 
but you don't need Turbo Basic to run them, as there's an 
appropriate run-time environment provided. 
Two different versions of the main Page Marshal program are 
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Page Marshal contains special character sets for various specialist 
applications such as music and electronics 



PAGE MARSHAL is available only from Volar Software, 
11.S, Vale Road, Portslade> Sussex BN41 1GE. Price is 
ound £30 but check current advertisements, 
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supplied, one for 800XL/65XE machines and the other for 
the 130XE. The lSOXE's extra memory is used as a RAM- 
disk to hold fonts, making it run quicker when printing 
multi-font documents. There's also a utility program sup- 
plied allowing manipulation of Page Marshal files in 
various ways, and for such specialised tasks as outnum- 
bering components on electronic circuit diagrams, and 
selective editing of printed circuit board designs. 
Obviously, you can t use Page Marshal unless you have 
all the right hardware. You need an 8-bit Atari with at 
least 64K memory, a disk drive, an Epson compatible 
printer driven via an Ator. 850 interface (or equivalent), 
and a joystick, 

DANGER - CRAZY PRINTER! 



The review got off to a dismal start. The program booted okay, 
but then 1 couldn't get the page editor to put anything on the 
screen The program locked up several times, and after several 
re boots I gave up trying to create my own document and loaded 
one of the sample documents provided instead. But then nothing 
would induce it to print out correctly - it just drove my printer 
crazy' 

lust before disappearing under a deluge of paper uncontrollably 
cascading out of the printer. 1 received a flash of inspiration 
briqht enough to frighten the cat! 1 flipped a Din switch on my 
Star SG10 printer to put it into IBM mode. Result - perfett 
printout' i then discovered thattheediting screenworkedtoo.lt 
seems you need to load a font before anything shows up on the 
editing, screen - the program DOESN'T use the standard character 
set as a default. A font had been automatically loaded as part 
of the document load procedure, and from that point everything 
worked fine. 

The point is that the manual says nothing about loading a font 
before editing and is totally inscrutable on the subject of pnnter 
DIP switch settings! Its basic content is fine, but its style is more 
that of a reference manual than a proper user guide. It really 
needs a 'Getting Started' section, to step users through the stages 
of producing their first document. 
Page Marshal is based on a system of character elements (called 
micros), rather like the redefined character sets you find in most 
game programs. The characters ore shaped so they can be placed 
toqether in blocks (known as macros} to make up the shape you 
want The program is supplied with over 30 different pre-defined 
character sets (fonts), each containing 128 characters. These are 
provided in the usual 9 sector format, as produced by font editors 
such as Superfont and Fontedit. Valor say they'll be producing 
their own font editor for use with Page Marshal soon. 
Many of these fonts offer the same character arrangement found 
an your Atari's keyboard, but in different character styles, ^r 
instance, there's one which looks like handwritten script, and 
another which has characters in outline form. Others are for 
special purposes, having non-standard character layouts which 
can be used specifically to create larger graphical macros. For 
example, there are fonts for building flowcharting, electronic 
component, and musical notation symbols. 
Each micro is designed as an 8 x 8 bit cell, so prints out at about 



the same size as a normal printed character, and this is the 
program's main restriction. Most desktop publishing programs 
give you a choice of font sizes within each font style, enabling 
you to print big bold headlines across the top of your page, for 
example. Page Marshal doesn't, although there is a font pro- 
vided from which you can construct iarger size characters. 
However, the quality of the final result isn't as good as the 
smaller fonts. 

BUILDING A PAGE 

You build your page in an 80 x 80 character area using the 
program s edit facility. The whole page can't be viewed onscreen 
at once, but using a joystick it can be smoothly scrolled through 
a 40 x 20 screen window, allowing any section to be worked on. 
The joystick also controls a cursor which delineates an 8 x 8 
pixel area, indicating where the next character will be posi- 
tioned. With the program in micro mode' a character is placed 
cm the page by selecting it from the keyboard and pressing the 
joystick s fire button. Moving the joystick with the button held 
down results in a trail of characters being drawn Once on the 
page a character can be reelected later by grabbing' it with the 
cursor instead of rekeying it I mm the keyboard. 
Unlike the traditional paint program, 
you build your poge layout onscreen 
in character mode rather than 
graphics mode. This means that sim- 
ple operations like drawing straight 
lines can't be done by rubber-band- 
ing' as used in programs like Atari 
Artist, but have to be built in sections 
from characters with the right shape. 
To make this easier Page Marsha! has 
a special line drawing mode, This 
allows vertical and horizontal lines to 
be drawn by moving the joystick in 
the appropriate direction while hold- 
ing down the fire button. When you 
change direction not only does the 
character shape automatically 
change from vertical to horizontal 
line (or vice-versa), but the correct 
corner characters get inserted too! 
This is great for drawing form layouts, 
but 1 found it worked too quickly, 
making accurate positioning of cor* 
ners difficult. 

Each page has a 48 x 80 character 
library area associated with it, and 
this is usually saved along with the 
page on disk. You can use this area 
as a scratchpad for building macros, 
which may be up to 32 x 16 charac- 
ters in size. Once created, the prog- 
ram can be put into 'macro mode' 

allowing a macro to be picked up and positioned anywhere on 
your page. Using the utility program, the library area can be 
saved to disk without its associated page, from where it may be 
loaded into any other page s library urea, 

Building macros from the special fonts is a bit like doing a 
jigsaw puzzle, and could become a mite tedious. Fortunately 
some of the work has been done for you as the package also 
contains several libraries holding sets of pre-defined macros. For 
example, there are libraries containing ready-built musical nota- 
tion and electronic component symbol macros. You can incorpo. 
rote these into your page design as they stand, or modify them 
for your own purposes. 

Text may be quickly placed on the page by using the program's 
typer mode. This allows you to type directly onto the screen 
horn the keyboard, the cursor advancing one position for each 
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The sort of layouts you can expect from Page Marshal 



character typed In the normal way. You can use multiple fonts 
within a page, changing fonts on every line if you wish. You're 
also supposed to be able to import text directly from an AT ASCI J 
file, although I couldn't make this work with print tiles produced 
by Atari writer Plus 

Page Marshal always drives the printer in graphics mode, even 
when it s printing a page containing only text. This is how it 
manages to print out those fancy font styles, and is a little like 
GDOS on the ST in this respect. The only snag is that you must 
use an Epson compatible printer, as there are no alternative 
printer drivers supplied. Once the DIP switches were set correctly, 
my Star SG10 {Epson compatible) printer worked perfectly, pro- 
ducing really high quality results. 

Only one page design can be printed in a printing run, so you 
can t link together multiple pages to print a multi-page docu- 
ment without user intervention, However, you can produce from 
1 to 20O0 copies of a given page and there's a feature allowing 
you to skip over a specified number of pages after printing each 
one to help cope with multi-page sets. 

IN PRODUCTIVE USE 

After that shaky start I found Page Marshal surprisingly 

pleasant and easy to use. It's driven 
via a menu to select major functions 
such as document, font, and text 
load; document save and print; disk 
directory print; printer setup; screen 
colours setup; and entry to the utili- 
ties program. Once within a function 
you find prompts, a further menu, or 
have to toggle between modes using 
OPTION/SELECTySTART/HELP keys. 
It's not an intuitive user interface, but 
it's soon learned. 

You do need to know the keyboard 
layout for whatever font you re using. 
Although it took a long time T printed 
out the supplied 'key finder' test docu- 
ment for every font on the disk. This 
not only shows every character in a 
font, but also where to find them on 
the keyboard. These charts are invalu- 
able when building your own macros. 
The printed results are impressive, 
and with care you can produce out- 
put pages which are very clear, clean, 
and professional looking. The more I 
use the program the more uses 1 can 
find for it, so over time it could be- 
come one of those indispensable prog- 
rams like Broderbund's classic Print 
Shop package. 

As with most programs of this type 
you can always think of additional 
features you wish the author had included My personal wish-list 
would add good quality larger font sizes, a built-in font editor, 
the ability to import picture graphics from elsewhere, better 
multi-page document handling, and access to DOS facilities. I'm 
sure tU discover others too, but don't let this obscure the fact that 
Page Marshal is already a very useful package. It's rather over- 
priced in its current state, but it does expand the st op*.- of your 
8-bit machine considerably and can be recommended to anyone 
needing its specialist printing capabilities # 

Ator issue we will take a look at NtWSTATION a desk top publishing' 
program that has been out for a while in the States, where it is widely 
supported, and which is finally being imported for 8 bit users in this 
country by Callisto Computers 
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PROGRAMMING 



MACHINE CODE 
LIBRARY 



by Stephen Williamson 



Part three introduces Player Missile 
Graphics with routines that you can 
use in your own Basic programs 



The Player Missile system is used to 
plot and move sprites, but Atari 
BASIC hus no commands that sup- 
port player missile graphics. The machine 
code library routines this issue are desig- 
ned to set up and control player missiles 
from a machine code program and also 
from within a BASIC program. Even if you 
do not have a working knowledge of the 
player missile system you should be able 
to use the routines in your own programs 
without much difficulty. All the machine 
code source code listings work with stan- 
dard Atari assemblers such as MAC 65 or^ 
the Atari Assembler Editor cartridge. 
A player is a grid or stripe on which pixels 
can be plotted. In the case of single resolu- 
tion mode the stripe is 8 pixels wide by 
256 pixels long and takes up 256 bytes of 
RAM. There is a double resolution mode 
(128 x 8) which takes up less memory but 
the pixels are much chunkier making it 
impossible to achieve fine graphic detail, 
bemuse of this, double resolution mode is 
seldom used by most applications. The 
player missile routines in this article are 
for single resolution players only. 
There ore 4 players, conventionally num- 



1 OPTION 


VALUE 


1 No screen 


0 


1 Narrow screen 


1 


Standard screen 


2 


1 Wide screen 


3 


1 Enable missile DMA 


4 


1 Enable player DMA 


3 


1 One line resolution 


12 


Enable ANTIC DMA 


32 


1 Figure 1 




1 SDMCTL VALUES STORED AT 559 



bered 0 to 3, Pixels can be plotted at any 
vertical position within the player stripe 
and the stripes can be positioned at any 
horizontal co-ordinate on the screen. A 
special chip in the Atari known us ANTIC 
takes care of displaying the player missile 
shape on the screen and restoring any 
background area over which the player or 
missile passes 

Missiles are similar to players except thai 
they are only 2 pixels wide. Obviously this 
restricts their shape so that the most com- 
mon use is for bullets or missiles in shoot- 
ing games (hence their name). Like play- 
ers, there are 4 missiles. It is possible to 
combine the missiles to moke a 5th player. 

To keep things simple I have restricted the 
player missile routines to players only, but 
they can be easily adapted by machine 



The high byte of PMBASE is stored ot 
location 54279 to tell ANTIC where the 
player missile stripes are (see lines 
190-200). Address 559 (known as SDMCTL) 
switches on DMA (Direct Memory Access) 
which enables ANTIC to control the play- 
er/missile system us well as setting the size 
Of the screen. Figure 1 is a list of the 
options available. Pick the combination of 
options that you want r add up the values 
and store at address 559. The routine 
stores a value of 62 in address 559 (stan- 
dard screen, enable missiles, enable play- 
ens, single line resolution and enable 
DMA). Although the routine does not use 
missiles ft does no harm to enable them. 
Priority selection controls which graphics 
appear 'in front' of others. The possible 
choices are listed in Figure 2. The priority 



'Atari BASIC has no commands 
that support player missile graphics' 



code programmers to include missiles, 
INITIALISING THE SYSTEM 

Listing 1 is the source code for a machine 
Code routine to initialise the player missile 
system. The first thing that must be done 
when setting up the player missile routine 
is to reserve an area of memory 2K long 
that will contain the player missile stripes. 
The start of this oreu is known as PMBASE 
and, due to limitations of the Atari hard- 
ware, must be on a 2K boundary I.e. any 
RAM address that can be divided by the 
number 2048. 1 usually make PMBASE 
36864, at the top end of RAM and below 
the area that I use for the screen memory, 
but you can allocate another area by 
changing the value in line 10X3. 



is set to 1 {see line 1650) which, according 
to the table means that players 0 to 3 will 
appear in front of colours 0 to 3 and the 
background. Most games use a 4 or 5 
colour graphics mode as this makes the 
use of priorities and collision detection 
easier to manage. The priority value is 
stored at address 623 (see lines 310,370). 
This takes the value from the register 
labelled PRIORITY. To change the priority 
alter the PRIORITY register at line 1650. 
By storing zero in address 53278 the colli- 
sion detection system used by player mis- 
sile graphics is cleared (lines 330-340), 
Although the routine does not access colli- 
sion detection, it is good practice to clear 
the registers when initialising the player 
missile system. 

Lines 390 to 480 fill the player missile 
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414* HPdSPI 

• las j 

9179 mnitiAli** WjUW f l 

UN i — 

91 M LPA BP«B«t/15B 

■zaa ha 342»» 

•11* etc 

912* ADC H3 

**3P ST A Z B 4 

92** Mfl HI 

•2 5* L CO « 

Pitt if a Ml 

■ 27* J5*t 30HCTL fw neriui pi»htid 
•It* rm &tn*j. riitiiiTian pjaytd 

LPA H«2 

it* e»i 

i t.* ppidrj IT i«t priority 
4*a si; 

ld* mm eitar cpi llPita 

IT* fes?7i r«ai X t*r* 




MM 
•Ml 
HH 
tit* 

*P79 
HM 

•tn 

t?tt* j > 

»?1* LOAD LPA HP* 

5TA ItPOiPl 
1.PA i*S 

IHC 2*4 
LP* VP* 
LAW U« 
I P« lHAPE*.N 

5TA »H>,y 

ink 

INT 

CP* L E HA 
HUE i.1 



p i »w*r • 



*74S 

*?** 



■ HE L* 



•77* 
•79* LJ 
■ 7*1 



• Bit 
942* 

PB4B i 
BBS* 



LPA 

IT A H1HJ-SP1 
I «l: ZB4 



pi Asr»f-i 



BB8* 


LBA H 


e s <» u 


': i n 191 


#»•• 


tPV MP! 


mi* 


LPK HB 


■mp m 


LBfi IHftPU X 




IT* t2BJ] r V 




hh 


ppip 


IHV 


• ft* 


LEH1 


•»?» 


BttC L4 


■*•• ; 




9999 


LPA *Pt P 


1999 


"* HPASP1 


1I1B 


INC 2 9*. 


i*z* 


LDA W 


1*1* 


VTA IB? 




LPK H* 


IS SB 


LPT VP 2 


LAS ■ LS 


LDA SHAPE* 


1*7* 


SIP ft*»jY 


1BBA 


I HK 


1*99 


IHV 


UPP 


CP* LEN2 


111B 


DHL LB 


Lit* 1 




LIU 


LDA HPS P 


114B 


1IA HPQSPl 


114* 


INC 294 


11** 


LDA B# 


M 7* 


ST* 29 J 


1199 


LPK A* 


UN 


tP* VPS 


IfBI LB 


LB* S-Hf^PC I P If 


111* 


ST* <ZBI» r V 


J .11* 


INK 


list 


£H¥ 


414* 










IPJ 



. PVTE 

rIVfr IBt 

..BYTE HI 

,*Vtt llfl 



fl*y*r7 



PI *y*ri 



117* *** 

12*9 ;H6f iioflijj ci-ormtmti 

MM j- 

13BB HP* .tfrTE IBB 
111* HP1 . PVTE 1«« 
152* HP1 .PTT E 4*9 
133* HPS BVTf 12* 

114* i 

use 

ISP* J--' 
137B VP* 
1111 VP4 
til* VP2 
14** UP3 

141* j 

»1» J*h*P* Itngthi 

USB j. 

1449 LEA* .BYTE 13 

14S* L L H 1 -PVTE 17 

14B* L.EHI rltTE 13 

H7* LC*1 . BVTF ft 

It" i 

14** j Colour VilUX 

IS** j--- 

LSI* COL* .*¥TE 91 
lit* CDLi . tVTC 14 

1«S C9LI , flYTt B* 
1B4B COLJ .Prrs IB 

15S* J >■ 

Alt* ;PlA]|*r PH/tFf p l ag y 

iBJ79 J " 

11*4 P-LAC* «VlL 1 
lift *UC1 . 9 T T E 1 
IB** FLAC2 . BYTt t 
1919 t LAS 1 , PVTt t 

LBZfl J 

4A9t J^Uvrr priority 

114t j 

l«C PffXtRXTY .*¥TE 1 

IBS* | — — 

19 Tt j 

L««B J SHAPE PA1A 

LB 1 B 

1799 



.9,9 



171* YNAPE9 .PVtE 9.49,19I P 9* < * > 9.P.9 
17IP *- Pf«A9E+l*t 

173* 1HAAE1 ,9V TE • , Sft j J 14, 154 h 214 , 1 4& r 1 * 
B 

174* >9V¥E M*.E19>XIl r 184,lJ4 ( lz4,ll 

L799 rffPAPC + It* 

17b» 4HAPCI - 9VTE ■,W,iM,l«,*4.*ll*,lU, 

11*. ll*.12« J ,12S d «9,4 
177* He PHB*3E«17t 

179* SHAPES , PVT E *■ 2BSj f J1 , , 111., i J t , 1 

25 

17*9 B¥TE HP, 4E* # HP, tip, 41 

t^M9*9 



stripes with zeros to clear out any garbage 
that may have collected there. Though the 
player missile RAM area is 2K long the 
first 768 bvtes are not actually needed for 
the player missile stripes. The value 3 is 
added to the value of the hi-byte of 

at line 220. This means that, 
when using the indexed instruction (line 
790) r the program onJy clears from 
PMBASE+768 (or 3 pages above PMBASE), 
leaving the first 768 bytes free for other 
use The missile stripe is then found at 
PMBASE+768, Player Oat PMBASE+1024 r 
Player 1 at PMBASE+12S0, Player 2 at 
PMBASE+1536 and Player3 at 
PMBASE+1792 

Lines 1 300 to 1 790 assign various addres- 
ses as registers that store the parameters 
which the program needs to set up and 
control the player missile system. The list- 
ing details how these registers are used For 
example lines 1510 to 1540 are Labelled 
COLO, C0L1 etc. and hold the colour 
values of each of the players and HPO to 
HP3 are the horizontal co-ordinates of the 
player missile stripes. 



listing 1 Source code for a machine code routine to initialise 
the player missile system - other listings overleaf 



OPTION 



VALUE 



PLAYER D 3, COLOURS 0-3, BACKGROUND 1 

PLAYER 0-1, COLOURS 0-3, PLAYERS 2-3 2 

COLOURS 0-3, PLAYERS 0 3, BACKGROUND 4 
COLOURS 0-1 , PLAYERS 0-3, COLOURS 2-3, BACKGROUND 8 

4 MISSILES COMBINED AS FIFTH PLAYER 16 

OVERLAPS OF PLAYERS MAKE 3RD COLOUR 32 

Figure 2 - PRIORITY VALUES STORED AT 623 
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MM* i 

1*1* j HACHlHE CUBE LlBfiSPT 

lean ;hy ite«» Miiiiinson 
ibj* ;ron PAGE t 

L*4* J . 

1*5* i«3 

I I- Ml J 

t*.7fl 



2 - hE>Uf PLflTLRl 



opt QBJ 

Z 3GZ21 

1IH STICK* = all 

11 BB >FTPH S J CD lt« 

Itl* PHLOA* = SEfPH+7« 

132* ; 

If I* WUE Lb* STICK* 

ft am i:mp hls. 

1. 95* BE a EHIT1 

1HI JSP CtttCH STICK 

»TI E.MIT1 BTS 
1«B CHECK STICK 
1MB UP CUP «1 + 
ZBBB SHE BOM 

2811 CP* FLAG* 

ZBZ* CNP Bl 

DHL Ul 

LP* M 0 1. L 
Cf*P til 
■HE MX 
KC UP1 
i do r iflu 
CHP ■! 

*ec mpi 

LDI PL At 3 
C HP Bl 

PEC *P» 
-ISP PCLAV 
JSP LOAD 

ton 

f-MP Bll 
■ HE LEFT 
LH fLAGB 
C» Bl 
*HE Bl 
EMC VP* 

UM PLflGI 

CHF Bl 
B HE. 01 

ihc m 

LPP FLAGZ 
CMJP lit 
■ HE PI 
IHC VP! 
LPP nflCI 
CHP HI 



1*4* 
2*5* Ul 
■J lUfcB 
Z*7B 
ZBB* 
JflT-fl 111 

Jiee 

II IB 

111* 

ai.m U3 

214* 
Zl*» 

ute 

217* U4 
2 1 OB 
219* 
ZZ*» PDHH 
ZZ1P 
Zit* 



2»1* 

zhzb 

Z54B 
ZSSI 
ZSB* 

2G*B 

Z**S 
Zbl* 
/frfB 



267* 
ZBBB HI 
f*T* 
3 7BB 
371B HZ 

Z72S 

J73* 
Z74B 
Z7BB P3 

Z7BB 



BCC 
LF1 LP* 
CUP 



LP J LDP 

CMP 

pec 

LP* JSP 
JM 

PT* 
BIGHT E 



LDA 
CHP 

I HE 

CHF 
SHE. 
INC 
LPP 
CMP 
BHt 



HPl 

FLAG 2 

ni 

LF3 

HP 3 

'1(11,! 

HI 

i I A 

HP 3 
BEL AT 
LDflD 

*> B7 
PI AG J 

Ft.*** 

tu 

U 

Hpa 

hi 

ni 

HPi 

pull 

Ml 
HI 

HPS 

flaci 

HI 
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ztz* 
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2IS* 
Z36* 

Z3BB P4 

tXM 

Z4B* 

Z41* LtfT CM 
Z4Z* BHE 



mi.- wpi 

J IP, AELAhf 
■ TS 

Bll 

H I t. I 



¥43* 
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3 4 5* 
34GB 



I 64 FLAG! 
CHP fll 

PEC HP* 



247* LEI L PA FLPC1 
14** CMP HI 

Z4** BHE if 2 



27t* 
27S* 
2*** 
211* 
2*2* 
ZB3B 
1«4* 
1*9* 
1*«* 
2*7* 



P4 



Z11* 
2 SI* 
2 SI* 
2* 4* 
It9« 
£*«• 
2S7* 



I HE HP I 
JSP BEL*¥ 
Jilt LtlOD 
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LP* FLAG* 
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BE E HP* 

PEC UP* 
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DEC UP1 
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JTJf 
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CHP Bl 


12 1* 




MMh L- ' 


122* 




PEC WPZ 


I ZIP 




IHL HP 3 


3Z4* PZ. 


1 LP* FLAGS 


IZM* 




CPU* Ml 


126* 




BHt: PZ^ 


327* 




DtC UP 3 


12*4 




IHC HP 3 


129* A3 .4 JSP PEL AT 


11** 




JSP 1BAB 


III* 




PIS 


311* 


9 1 AG 3 CHP BE 






BHt P14C4 


114* 




LBA Ft AG* 


3 in* 




C HP Bl 


I3BB 




BHE *3,f 


3 3 7B 




IHC MP* 


3 IBB 




IHC HP* 


339* 


t>3. 


1 LP* fL««l 


34BB 










ARE PI. 2 


34ZB 




I HE- **>1 


1411 




IHC HP1 


344* 


03 - 


Z LB* PLAGJ 


34*P 




CHP Ml 


34** 




BHE PI r 3 


147* 




ZHC UPZ 


14** 




IMC HPZ 


I4S* 


»3 . 


I LPA FLAG! 


AEBB 




CHP Ml 


IS1* 




BHE PI. 4 






KMC UP3 


d*I* 




IHC HPI 


11*8 


H.J Jlft PC LAV 


3B*« 




JSP L«AB 


356B 




■TS 


357* 


B1AC4 CMP WT 


35** 




*MF FKIf 2 


351* 




LP* FLAS* 


3*** 




CHP Bl 


161* 




*NE B4.1 


3 63* 




PEC HP* 


I*TP 




rue up* 


3*4* 




,1 LBA FLAG1 


3*** 




CHP HJL 


3**fl 




BHE B4.2 


3*7* 




AEE HP! 


IBB* 




IHC WP1 


PMf 


P4 


r 3 LP* PLBSZ 


3 7** 




CHP Ml 


17L* 




BHC »4 , & 


I7Z* 




SCC HPZ 


171* 




IHC UPZ 


I74B 


B4 


.1 LBA ELAGl 


I7*t 




CHP Ml 


37BP 




BHE P4 . 4 


377* 




PEC MP J 


iro* 




IHC UP I 


I7P* 


M 


,4 JS» BEL AT 


.IK** 




JSR tiftB 



1*1* EXIT 2 PTS 
3*2* BEL AT L*V Bl** 
3B1B L? L.PH BZB 
IB4* LB VEH 

BBC L* 
frLY 

3B^B BHE Li 

3*B* "I 



Addresses 704 to 707 set the colour of 
each player. Lines 520 to 590 store the 
colour values in these locations. 
Lines 710 to 1260 take care ofloadiriy the 
shape data for each of the players into the 
player missile stripes. The program uses 
the 768 byte area at the bottom of Ihe 
reserved player missile RAM to hold the 
shape data (see lines 1710 to 1780}. 
Although any free area of RAM could be 
used to store this information, these 768 
bytes Lire a convenient storage place as 
they can hold up to 190 bytes of data for 
each player. 

DESIGNING PLAYERS 

In order to desiyn a player shape you can 
use graph or squared paper. Take an area 
8 squares wide and colour in squares cor- 
responding to the shape you need. For 
each horizontal line assign a value of 128 
for the first square, 64 the second, 32 the 
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third, 16 the fourth, 8 the fifth, 4 the sixth. 
2 the seventh and 1 the eighth. Add up the 
values of squares that are filled in and the 
resultant number can be used by the play- 
er missile system to reproduce that design. 
That was the difficult method. An easier 
way is to use a player missile designer 
program. A good program to do this can 
be found an Disk #35 of the PAGE 6 public 
domain library (and its Inexpensive). This 
provides a set of designing tools and will 
calculate the data for you. For really pro- 
fessional animation there is the expensive 
method - buy an ST and Advanced OCP 
Art Studio! This program has a mode that 
emulates the pixel size of Atari 8-bit player 
missile graphics and provides sophisticated 
tools to create complex animation sequ- 
ences. The dice animation sequence in my 
program Las Vegas Cosino (Zeppelin 



Games), was designed and tested with the 
Art Studio using 39 frames of player mis- 
sile animation, The data was then conven 
ted from 16-bit format to 8-bit format via 
a program that I wrote in ST BASIC. 
Lines 1710 lo 1790 contain sample shapes 
and can be altered to your own designs. If 
yoa want shapes to move around the 
screen then make sure to begin each set of 
data with zero and end with zero otherwise 
a trail of pixels will appear on the screen 
during unimation routines. 
The shape data is loaded from the vertical 
position in the player stripes according to 
the values set by the registers VIK) to VP3. 
The horizontal positions are set by the 
registers HP0 to HP3. These horizontal co- 
ordinates are stored at addresses 53248 to 
53251 which ANTIC uses to control the 
horizontal positions of the player stripes, 
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The registers LENO to LEN3 hold the 
length of the shape data, They should be 
equal to the number of bytes used for each 
shape. Finally, 3 is stored at location 
53277 to switch on the PM system (lines 
750-760). 

To customise the routine tor your own use 
q]| you need to do is change the values of 
the registers in lines 1300 to 1650. If you 
do not want to use u particular player 
then set the horizontal and vertical regis- 
ters (HP and VP) to zero and the length 
(LEN) to 1 (not zero), 

MOVING YOUR PLAYERS 

The second routine (Listing 2) moves 
selected players around the screen with a 
joystick. 

The routine starts at line 1800 as it needs 
to be merged wi th the first proa ram to 
operate correctly. The ON/OFF registers 
(see lines 1580 to 1610) decide which play- 
ers are affected by the joystick. A value of 
1 means that any joystick movement will 
affect the corresponding pluyer, and a 
value of 0 means that the player is un- 
affected, The current position of a joystick 
plugged into pott 1 is found at address 632 
(633 for part 2). Figure 3 shows the values 
for each of the 8 directions. 
Lines 1930 to 1960 check to see if the 
joystick is at the rest position (u value of 
15). If so, then the program does not need 
to check any further and exits the routine 
(EXIT1), The program then reads the joys- 
tick direction and, after checking the sta- 
tus of the player ON/OFF flags, alters the 
horizontal and vertical registers (HP and 
VP) accordingly. A delay loop is needed 
(lines 3820 to 388), otherwise the player 
will move too fast The load section of 
listing 1 is used to replot the player at the 
new position. 

In order to test the routines, assemble 
them to memory, then write a short 
routine 

JSR SETPM 
LOOP JSH MOVE 
JMP LOOP 

If using the Atari Assembler Cartridge or 
MAC 65 yau can use the debugging mode 
to run the routine. 

In most applications before the program 
goes back to the move routine, other 
routines are accessed to check collision de- 
tection, limit the area in which the players 
Can move, increment scores etc. 

The routine as it stands plots 4 players on 
the screen. Players 0 and 1 flays are set so 
that these two players move. Player 0 is 
shaped like a face and pluyer 1 Ls the eyes 
and mouth. 

The routine is designed to be flexible and 
will suit a lot of applications as it stands - 
whilst also being easy to adapt to more 
sophisticuted animation. Try changing 
some of the registers and parameters to see 
how they affect the program. 
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JB2B* PflTA Ml^lri.Ul, 1*1,2*1,1, 78B, 3 
. Z3fl,l*l .14i,173,izz,l41 .2*1, Aj JB4,1, Z 
38,11* 

I*29« BATA 141,171.121,1*1,2*1, L,2*(, 4 
.238, ltl,l*l,32,*l,i4J,32 P Z*a,14*.M,2 

S83BB 0A1A *B*. 47, 173. 11*, 141, 1*1,1, I* 
6, J, ZBB. 1*4 , 141, 171, 121 , 1*1,1*1 .1.1**, 
I, za* 

LK 3*3ia BAT A IBB, 141, 173, 122,141, «l,i,2 
88, 3 . 2*8 , IB*, 1*1 , 17 J . 1Z1, 141 i 3*1 . 1 . 1 BE 
, 1, 2 BE 

V, JBiim Data, 187, 141,22,*! ,141, 31. 241, 14 
* , * ft, 1*1. 7, 28B. 44, 17Z, IX*, 141, 2»1 # 1, 2* 



61 1833* PAT A 230, 184 , Ml, 2*1, 1 . Z**, 3,23* 
, IBS, 1*1 , 1TJ , IZi, 141 , 111, 1 , 200, 1, 130, 1 
*B,14I 

40 38340 DATA 17 3,1 22 ,141, 2*1 , 1 „ Z** ,1,2 3* 
. 4*7, 141, 32, #1, 14|, J2, 143, I**,**, 1*1 . 
*,288 

IM I«3ft* BAT R S*,173, 12#, 141, 2*1, 1,1**,*, 
2*8, 1*4, 141 , Z**, l*ft,i*i, 172, 111 , 141, 2* 
4^1, 2BB 

ill 3*288 Nil 8, Z**,18H , 141. 2BE, 1*1,1*1,* 
71 . in, mi , 2*1,1 . 2*4,8, Z*ft, 1*1 .141, 2 BE 
, 118,141 

7f 3837* DAT ft 173, 123 . 141 , 2*1 , L, 2*8, E, 2*ft 

. 1*7, 141, 2**, 111, 141,31,81.143, 32,141, 
148,** 

183** OA T A Z*l,*,IB0,**,173.12*,i*l,lO 
1.1, ZBB. B, 2lB,184,l41,iat.l** h 141,l7j, 
121, 1*1 

OB 1*3** OA T A 1B1.1,28B.B, 288,184, 141,11* 
, 1*0,141, 173,122,141,2*1,1, 7*ft,ft,18*.l 
10,141 

*2 384** OAT A 210, 1*8 .141, 172, 423, 141, 2*1 
,1,280, ft, 2BE. til, 141, HO, 1*7, *4i, 32, Bl 
, 141 ,32 

W * 1»+1* *BT A 243, l4B,**,l*l,a,S00,S*,173 
, 1Z*, 1*1, 1*1 . 1 , 288, • , 238 , 1*0, 141 , 230, 1 
04,141 

• H 1841* OA T A 171, lit, 141, 281, 1.2**, a. 310 
.1*1, 141.211,1*9.141, 171.122,141.2*1,1 
.288,9 

" W*2* »*TA 831,11*, 141, 23t, 1*8,141, 172 
,123,141,281. 1,2*8, 6. 23*, 111. 141, 231,1 
87,141,32 

IH 3844* AATA *1, 143,^2. 241, 148,**, 281,*, 
2*»,Ea.l?1.12B, 141, 78^, 1.2*9,8, 2**. 1*4 
i 1*1 

/m 38*88 DATA 230.10*, 141. 173, 121, 141. 2B1 
. 1, 2*8.0, 1*4 ,ibh, 141, 238. 10*, 141,173. 1 
17,1*1,281 

ZR 204*8 BAT 4 1, 28B.0,28E,1 L *«,141,230,11» 
i 1*1. 173,171, 141, 1*1, 1,188,9. 2 *ft, 187 1 
*1 , ZII 

RH 3*47* DATA 1 1 1 , 14 1 . 3 Z , *1 , 1 4 J , 32 , 2 4 I , 1* 
8, f t , IBB, 1**, 1*1 . is .2*2 , I**. 213 , 1 39 . 2* 
8, 24 4 . *B 



Listing 3 - BASIC program using the machine code routines 



continued overleaf 
with listings 4 and 5 
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Listing J is a BASIC program that uses the 
machine code murines and Ls a good ex- 
ample of how a BASIC program can In- 
teract with machine code. Lines 30000 to 
30470 assign variables to the registers used 
by the machine code routine and load the 
machine code data to RAM. Refer to lines 
1280 to 1790 in listing 1 for an explana- 
tion of what each of these registers is used 
for. The data is essentially the same as the 
machine code in listings 1 und 2 apart 
Trorn the inclusion of 2 PL A instruct! tins so 
that the routines can return to BASIC 
Lines 10 to 370 are an example of how to 
use the machine code routine, but of 
course they can be adapted to suit your 
needs. Lines 80 to 150 load the shape data 
and lines 160 to 280 set the parameters by 
POKEing data to the various registers. Note 
line 280 which sets the delay timer that 
affects how fast the players move. 
Line 300 calls up the initialisation routine 
und line 320 calls the move routine. The 
program then sets up a loop to continually 
access the move routine. If you want to use 
this as the framework for your own game 
then after line 320 include commands to 
go to subroutines for collision detection, 
limiting how far players can move etc. 
Depending on how long these extra 
routines are, you may need to reduce the 
value of the variable DELAY to speed 
things up o bit. 

The only restriction in the BASIC version 
is that the machine code must reside from 
35999 to 36699 and PMBASE must reside 
at 36864 so make sure that other parts of 
the program do not clash with this. 



USING THE ROUTINES 
IN BASIC PROGRAMS 

Listing 4 is the source code for a machine 
code routine for use in a BASIC program 
that is completely relocatable so that it 
can be loaded to u string variable. All 
registers to control the routine are assigned 
to the page 6 area (between 1536 and 
1791), The length of a player shape is 
restricted to a maximum of 60 bytes. 

Listing 5 demonstrates how to use this 
routine. Lines 30000 to 30 1B0 load the 
machine code to a variable SETPMJ and 
assign variables to the page 6 registers. 
Line 210 calls up this routine and passes 
the parameters PMBASE, SDMCTL and 
PRIORITY to the routine. Refer to Figures 1 
and 2 to decide the values of SDMCTL and 
PRIORITY. As before, remember to set 
PMBASE on a 2k boundary. 
Lines 230 to 290 is an example of how to 
control the players. Lines 250 and 260 
read the joystick direction values and line 
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0144 h 3B440 
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B 1 b B HPIJ^Pfl " fi3Z40 

• 17* HPdlPl B 532*9 
4 It* HP45R2 I "jJZtm 
419* HPD3PJ * S3 

• 2** HP* - 154ft 
mum hpi - LSI? 
OJ2B MP I 9 153* 

mti* hpi 7 ibj] 
oz*b vp* = 1?*b 
Bz34 wPi - J-s+i 

B7b0 MPS " UMI 

• ?7P UP I = 1543 
B7«* LCHI - 1544 
»3« LEI1 = 15*5 
0J.0* t,EN2 = 1546 
PTL* LENl - 15*? 
«124 ^HAPE* S 1440 
0J34 SHAPE1 - 14*0 
*Zi0 ShuPFI E IBCiD 
•15* SHAPCJ - 1«0 

Q 3 fa B i 1-1 

• 37B f lAlilttilt P*4ilT#rf 
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mf\% mni LI 
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HH J • »— — 
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091* 



• Sit 
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01*0 
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14 BN 




BMC 


L4 


B40* 




PL* 




C#t PHBA3C 




itw 


1 






044* 




'■ 1 Q 


7*4 






1144 




LBA 


H-M Pi*y*rJ 








•4279 






111* 




4TA 


HPD5PZ 


04JB 




etc 








USA 




mc 


2** 


e*4tj 




□ □ f ; 


TJ J 






111* 




LBA 


SB 


4*5 ■ 






2*4 






11** 




•2*1 


?B1 


44 50 




5TA 


ZBB 






lift* 




L 0H 


no 


4470 




lpa 








1104 




L 0* 


MP2 


B404 




^TA 


Z&J! 






117* 


LS 


LOU 


■^HAP L J i ^ 






PLA 








L14I 




1¥A 


I2t31 #f 


91UB 




i>i t, 








1194 




tm 




•510 




PL* 




C#t BBHJCTL 




1ZB* 




IHV 




esze 




Ma 


5SB 






1210 




CPH 


1 FA2 


05J4 




PLA 








122* 




BPJC 


L5 


•440 




PLA 




(tt PRIORITY 




1 Z J V 








0550 




stA 


• 23 






12** 




L0« 


HPI Pl*B*rl 






LBA 




£ l*ar CDlljiSion 




IZftW 




STA 


HPD^P3 


IS7S 




1 ft 


■53378 






Lzmt 




IMC 


?04 


B5BO 












1274 




LB4 


»0 


B5¥0 




Hiffilf «trip*S 




LZ*4 




*f A 


Z«3 


OB** 


; 








HM 




i 




•614 












13*0 




L0T 


VP1 


•Bz0 




L DA 


HO 






mi 


L0 


1 DC 


1 H APE 3 . H 


••34 




L DM 


no 






1120 




*TA 


<2*3) .V 


*54B 


Ll 


L.BT 


M 






1330 




INK 




OE.5B 


LI* 


5-T A 


turn 






1140 




J** 




BfrBO 




i«r 








1250 




CPU 


LCN! 


BBTB 




UNA 


i in 






LIB* 






Lt 


•544 




EM 


7 04 






1174 




■ T5 

























B?B« 
H 

OTBB 
0?74 
1 IBi 

1*1* 

1420 

1»I0 L4 
104* 

1050 

14b* 

107B 



4IA M-P0SP* 
IBA 205 
5TA 244 

t*m 2** 

LPlf UF* 

L*H n« 

IBA 5Hdf>L».M 

ST A IZB1J ,y 
1 HH 
THY 

CPK LCBB 

■ HE t.1 

t0 A HPI 
3TB HP014>1 

jni: z*4 

IDA Uh 

SI A IB1 

LBM M* 

LBA *H*i»El,K 

ST# tzalJ 

IBM 

EOT 

CPK LENl 



P I *v*l~l 



Listing 4 - Source code for a relocatable machine code routine 
for use in a BASIC program 



270 alters the appropriate horizontal and 
vertical registers. Line 280 calls up the part 
of the machine code routine that moves 
the players. 

The advantage of listing 5 is that the 
machine code is completely relocatable 
and therefore there is no danger of 
clashing with other areas of RAM used by 
the program . PMBASE can also be vari- 
able. It is much shorter than »he first 
routine. The disadvantage is that the joys- 
tick read routine is in BASIC which restricts 
the speed at which the players move. • 



14 




Figure 3 - 
JOYSTICK DIRECTIONS 



34 Atew Atari Vitr - ls«« 39 



MACHINE CODE LIBRARY 



Listing S - How to use the routine in listing 4 



HBHH 



or 2 hfm • 

hg i rem w 

JH * REN * 
FB E REN * 
ED £ (|FH * 



i M WM W l 



MACHINE CORE LIBfiAHV J m 
PLAYER MI55ILE SYSTEM * 
Listing 5 * 
by Stephen Milt iawscm * 

----- m 



DA 7 REH * MEM ATARI USER - AUGUST 8* * 

EP * REh ■■iwww wi ini nm i i iiii u M m iiiw i ii f WMWhiM K H w 

5E 58 GRAPHICS 0;5ETCOL0fi 2,8*0 

NL e« 3**1H 

HG 7* REM SET STARTlHG POSITIONS 

OZ BB POKE WPR, 114 : POME 0P1, HI 

JT 90 POME HPR, 128 ] POKE HP1,128 

TT I be POKE COLB, fn : POUfF C0L1 J 14 

hm lio POKE LEJRO, 13 :P0KE LEM1, 1? 

RD ±20 REM L040 SHAPE RATA 

TT 13* RESTORE ISO 

ti iA8 ran i=a to 12? read a : poke shapeh+i 

x A : HEHT I 

OL 1511 DAI A 6, 4fl, 10*, 68,*,*, 8, 8,6,8,56,12 
4 , • 

VP 168 RES TORE ISO 

VP 17B FOR i = b TO lfitftEAD a : ROKE 9HAPE1+I 
j A ; MEMT I 

KM & «TA 56, ±24. 254,2±4, 146, 186,238, 

"6.254, 124, 124, 1*4, 56, 5*,* 
T¥ 1*8 HEM SET PARAMETERS 

HY 28* PMBAiE = i6B6*;iftMTCi.^*2: PRIORITY! 
UA 21B A ™ HSR c A DR C S E TP H$ 1,368 64 ( 62,1^} 
EL 121 REM HRUE R1AVERS 
KG 238 5T-STltKfBJ 
OH 24« T = PE E K < VP 11 t H= PE EK | HP 1.3 

JF 2Sfl Vi = y+t5T-lJl + tSTr*l + eST = S*-tST = 6I- 
t5T=lRl- C5T=14l 

2E 2BB Kl=K+fST=*i+(ST=7i+CST=5>-eST=5i-t 
5T=lBl-tST™llt 

MX 27* f OK E gPB.Vl + HPilirE vpi,y±:p*ke HPS 

, HI : POKE KP1,H| 
WA 28* a = tI5RfARR(SEtPHfj45*) 

™~ — 1 ~- 



NO 
IN 

UJ 

R J 
II 
TB 
GI- 
RO 

no 
vs 

tj 

<M_ 
UG 



79R GOTO 238 

3*688 REM 5ET UP PMSYSTEN 

IBB 10 HPB=lBI6;HPl=lS37EHPZ=15SfliHP3=l 
S3? 

30626 UP8;1548j VPl=1541rUP2=1542:UP3 1 
54 J 

I0OIB LEHfl- 1 544 : LER±= 1 54 5 : LEN2T1646 : LE 
A3;: 154 7 

3**48 SWAPER=i64e;SttAREr = H6H : SHAPE2=i 
6B8lSNAP£3=1720 

78*58 C0L8 = 784 i C OL 1 ~ 70S ; C0L2=786 t C0L3~ 
7B7 

38*68 dim ^TPnstiesj 

3*678 RESTORE 4*8 

38*0* FOR I-i TO 18* : READ H:SETPN*CI,I 
i ' vnns taj ; HEHT I 
3 QOfe RETURN 

36188 DATA 1B4 , 1*4, 433 , 2*4, 141 , t , 2 1 I , 2 

4, 185, I. 133, 2*4, 133, 2*5, 163,8,133.283, 
±84, 1B4 

3*11B RATA 1*4,141,47,2,104,184, 141, ±1 
1,2, 1*9, B j 141, 38, 2*8, 169,4, L&2,*,±fi«, * 
3812* DATA ±45,2*3,208,2*8,251,230,284 
,232, 224, 5,288, 242, 1*9 ,3,141,25,286,10 
4,184.171,6,6 

R, Z8B 1 

162 . 8 



165,285,133, 2*4, Z 
1B9, 12, s, 145, 283, 



IE 
au 

FO 

■■□ 
KO 





6, 2BO, 244, 173, 1 , b 



301 JH DATA 141 
J*, 284, 172, 4,6 
232 

3814* data zea^jfc , a 

,141, 1 , 2*6, 2 38, 2 84, 165, 8, ill, 283 , 171. [ 5 
3*158 RATA 6* 16Z,«, 169, 72,*, 14S, 2*3 23 
2,288, 2 Jo, 9,6,280,244,173, 2, 6, 141 2 
lHJ.ee DATA 288, 230,284,169, 0,133,203,1 

38178 DATA 16, 6, 288,244, 173,3,6. 141, J, 
28B, 23*, 204 ,169, 0,133, 203, 152,*, ±72, 7 
38168 DATA 6, 16V 74,*, 145,263,232, 2*H, 
236, 11,6, 2«8, 244, 96, *, 8, *, R, B,« 

— . . _ , . • 
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" ' 1 " wwerHmp wiTh first order 
* Ho wifliwuM purchase * 



Special offers 



IffiEH 23,50 (Disk) 



Desktop publishing on your 
Mix graphics and text 
Wide selection of fonts 
Adjustable character height 
Load Printshop ttM icons 
Load picture, font, and text 
Use any printer 

T^t p ^ int Progran and font designer 
ThlS ad designed using Mews Station 



Atari 

and width 

files 



5D CDistO 
spell checker and 



fliJrl^lriiilJ^JlR].^ 17 

Hard processor with 
i merge 

1 j 1 jlj _ . t ? 5 - e -_^ irt< * processor 

BASIC programs to high 



Kach i ne 



Code 
3D-DD CDiskl 
so phistic ated spreadsheet 
BlTii*Fr,iII a^s tcassettej 
Full inpienentaTion of 
FORTH at a bargain 



speed 



prograw. 



standard fig- 
price 



f?™^H'4;HJ;H free for orders over 
*'aa ° 1 < *;j?erw*se add 40p. EEC countries 
Hi ISS S er ? r S er ^ Non EEC countries 
add 1. 00 for 1st iteH ?5p for others 



Z o .5? iieMiexier * Free catalogue 
» Public Dona m * Secondhand 



3*TD__Cfl55EtTBS 



Sling 

World, 

6 MX 5i 

Soccer 

Minja 

Phanto 



Shot, 
Boul 
M ■ Re 
liana 
C ant«a 
Gh 



Enc 

Zybox, 
derdash 
d Max, 
ger, Sp 
ndo, La 
ostbust 



Astrod 
4 Star 



raid, 
Comp 



Mar Co 
1 At i On 



gap>p5 

ounter , Revenge II , 
Gauntlet, Twilight 
I or II, Hock ford, 
Last Ufl ( Grand Prix, 
eed Ace, Hardball, 
s Vegas Casino, tso 
ers, Jocky h. Parts 

Robot Knights! 
Pter, Space Lobster, 



B_. 15 CasgettEB 13.15 Di 



Star Mars , 

HAXJlmt:m4:TZ\^H ■ I : J i f fi« :4HRfm^TT1 zybex 
Speed Ace, Jocky Wilson's Darts, Las 
y_ega s C a s i no , Pha ntom, 
I U I'M. Mi I JJ-Tfc 11*^:4.1 nztec b.95, pole 
Position 7.95, Bal lbiazer 9,95, Rescue! 
on Fractalus 6.95, Little Devil 4.50 
Spindizzy 4.95, nztec 6.95, Mr Robot 
7,95, Hacker 7.95, Uruid 5.35. Speed 
5 . Guns i inger 6,95 

1*1^*1 Designer's Pencil 11,9! 
food Fight 14 .75, Desert Falcon 14,75, 
Star Raiders II 14.75, Pole Position 
12.75, OiX 7.7 5, Re scue Oil Frac 14.75 

^mraMiiaaaai 



Please make out cheques or p.o's to: 
Cai 1 isto Computers, Dept AU4, Nebo, 
AMWlchi Gwynedd, LL68 9ME 

Tel : 0407 630704 
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THE 



TIPSTER 



You like itl 



Well vou certainty proved the need for a column such as (his if your responses are anything *" 
UTa duple onickeu for Alton Tower, that aid the trick?" As promised in the last ,ssue, I've ^^J' oj 
to 'Cloak Of Death' and would like to thank alt those readers who promptly answered the mainly of pleas 
?f°" '° t ^tZr ZlctTwould particularly like to thank Steve Beach of Birmingham for being fir St Incoming 

Simpson provides a useful map!! through these pages. 

Thanks to all who sent in information an* TteingstZup <^ «« '«» <"< 

Don't worry if your tips were apparently ignored this time, they are an oemg siorta uy 

eventually!! Now let's get an with it 



DRACO N US IS BEATEN! 

Let's start off with the one that we had most questions on 
last time. The three problems encountered in Issue 38 are 
all related as, without the Necromancer's Staff the spells 
cannot be collected, and without the spells the Tyrant 
Beast cannot be defeated. To get the staff, first collect the 
Eye of Serekos and then proceed back up to the top level 
and the room where the Morph Helix was found. In the 
upper half of the room - at the far right - a section of wall 
has now disappeared (The Eye of Serekos sees through all 
illusions!!). The Necromancer's Staff Is in the next room. 
Once this is obtained, the spells can be collected and 

these in turn can be used against the Tyrant Beast he 

still takes a LOT of beating, though!! 



Now on to a veritable feast of tips from your 
fellow readers! A whole mix of hints and 
cheats that will help you get a whole lot 
more oat of some of your favourite games 
Paul Parry of Lichfield, Staffs starts us off 
with these cheats. 
It's easy to go through the levels on TynesofYs PHANTOM. 
If you have the cassette version and cannot complete a level, 
simply QUIT the game and the program will then allow you to 
load up the next level from tape, so you can go on through ALL 
the levels on just ONE life! 

A lot of programmers put their own cheat codes into games so 
that they can play test them and here are a couple written by 
the same programmer. First is HENRY'S HOUSE (Master- 
ironic) On the title screen, enter 'CPM' while the music plays, 
and a picture of a little bug will appear, You now have infinite 
lives' MIRAX FORCE (Tynesoft) works in the same way. 
Simply lype in CPM' on the title screen for that little bug to help 
you out again, this time by disabling the collision detection 



DRACOtiUS - THE MAPI! 

(Supplied by Jon&thsn Siopson) 
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On to some gaming hints now 
rather than cheats Simon Bod- 
qcr of Chichester has been play- 
ing a couple of quite different 
oames und has discovered ways 
to get a bit more out of them, Do 
you want to be first off the block 
in SPEED ACE? lust push 



Tynutt Jii«dt, gc-t the *p*il* *i"t lire *tr*±ghtn)_ 



HACKER 

The password to log on 
is AUSTRALIA 
Th» security checks are: 

(1) MAGMAtspBCe>LTD 

(2) AK-031O479 

(3) HYDRAULIC 

(4) AUSTRALIA 
Don't that just spoil the 
challenge! 
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SURPRISE ... SURPRISE! 



the. 1 joystick upwards at the options screen and keep it there as 
you press '0 J to start the gome. This will give you a much foster 
start. In Atlantis's LEAGUE CHALLENGE you can get 
better results by NOT playing! In order to gain a better place in 
the league, it is important to have fit players so if you don't 
mind NOT trying to win the Cup, you can have NONE of your 
team playing in the 2nd mutch of the season (a CUP match), 
and then all of your players wjJJ be fully fit to compete in the 
league games! There's a test to see how good a simulation it is, I 
wonder if the League management come down on you like a ton 
of bricks, slap on a hefty fine and ban you from further Cup 
competitions! 

Graham Plumbc from Burntwood, Staffs has come up with some 
tips on a couple of very popular games INTERNATIONAL 
KARATE is one that some people find hard but if you hold 
down 'X' on the keyboard and a number between 1 and 4 r you 
can change the speed of the game. '4' is the slowest and 1' the 
fastest. ENCOUNTER is newly re released by Atlantis now 
and there will be a lot of new players of this all-time classic 
which can be very, very hard unless you are a good player, 
Here's a couple of tips that should get you a lot further in the 
game. Watch out for the missiles and as soon as you see a 
missile flying towards you, put your tank into full reverse and 
start firing. Once you have completed a screen you have to go 
through a Black Hole. Look between the sights and, when you 
see an asteroid appear, move the joystick to one side and you 
should be able to avoid it without having to move around too 
much. 



THE CLOAK OF DEATH SOLUTION 

As promised here is the full solution but BE WARNED this k 
the complete solution and could spoil the game lor you if you 
r*ad too far. Read it at your peril. That busy chap Brian 
Sweeney provided the solution for you all. 

N - GET CHEST - E - LOOK DESK - GET BIBLE - S - LOOK 
FIREPLACE WW- GET CHAIR - N - DROP CHAIR - STAND 
ON CHAIR - LOOK - LOOK CUPBOARD - GET MATCHES - GET 
KNIFE - $ - E - DROP BIBLE - LOOK - GO CORRIDOR - DROP 
CHEST - KICK CHEST - LOOK CHEST - GET KEY - W - GET 
CANDLE - E - OPEN DOOR - LIGHT CANDLE - DROP MATCHES 

■ GO DOOR - GET IRON - UP - S - DROP KNIFE - GET BIBLE * 
UP W - PULL CORD - ORQP IRON - E - DOWN - GET KNIFE * 
GO CORRIDOR - GO DOOR - E - GET HAMMER - GET SAW - S - 
DROP SAW - GET RAG - N - E - DROP RAG ■ W * W - UP - S - UP 
- N - N - LOOK SHELVES - PULL BOOK - GO PASSAGEWAY - 
UP ■ E - REMOVE NAILS - DROP HAMMER - GO HATCH - GET 
WIRE - S - PUSH TABLE - W - DOWN - W - S - W ■ GO ANNEXE ■ 
GET GOBLET - E - E - S - DOWN - GO CORRIDOR - GO DOOR - 
E - S - DROP BIBLE - GET SAW - GET BAR - CUT BAR - MAKE 
CROSS - DROP SAW - GET BIBLE - GET CROSS - N - W - UP - S 
* W- N - LOOK SINK - GET WATEH - S E - UP - N - E * 
EXORCISE CLOAK - DROP GOBLET - GET PAINTING - OPEN 
SAFE - 1327- LOOK SAFE - GET KEY - DROP CROSS - DROP 
BIBLE - W - £ - DOWN - E - GET COAL ■ W ■ GO CORRIDOR - 
GET MATCHES - GO DOOR - E - E - DROP COAL - LIGHT COAL 

■ OPEN GATE - E to freedom It 

— 



Here's a couple of mysteries sent in by A C. Thompson of 
Cwmbran, Gwent. rt would be nice to tell you what happens but 
The Tipster Is getting too old now to escape all those falling 
boulders. You should see the bumps on my head! Try them for 
yourselves, and see what surprises are in store. 

Firstly BOULDERDASH II. if you can enter your 'EXIT' 
exactly as your time clicks to zero, you will hove a brilliant 
surprise!! This only works on the early stages though and re- 
quires precision timing. You are gonna get a lot of pro dice on 
level IJ BLUE MAX is the other one. Try bombing your own 
hangar in this game, instead of landing and you may find a hint 
or two for up-and-coming programmers to illustrate how games 
are programmed! 

Another one from Graham Plumbe concerns ATARI 
ART1M. On Lhe main menu, If you position the cursor over 
the centre of the Atari logo and press the lire button, a piece of 
music is played! 

KEEP 'em COMING! 

Lot's of requests for help amongst the tips sent in to give you all 
something to work on for next time. Let's be hearing from you on 
these problems that your fellow Atari a ns need help with. First off 
QUEST FOR ETERNITY, lots and lots of people wrote 
about this, how about a solution, whole or partial? 
From Kieron Wray comes u request for help with SPIKY 
HAROLD anything at all welcomed at least how to get to 
the second level! We were able to help with his Miner 2049er 
query but it's over to you for the hedgehog tips. 
Still no sign of any information on OPERA HOUSE and 
DARK CRYSTAL are they THAT difficult or has any- 
one actually completed either of these? Hang on a minute. The 
Editor tells me that Dark Crystal is hard but that he mapped the 
first section and also knows how to get to the next part. He r s not 
letting on yet, maybe I can twist his arm (or something!) for next 
time! 

GIVE AWAY TIME 

The two free tickets for ALTON TOWIKS go to Jonathan Simp- 
son for his map ofDraeonus. He must have fought long and 
hard to have got ail the way round. We want a lull map of the 
Black Hole next time, Jonathan! 

Next issue we are giving away A SOW WALKMAN PER 
SONAL HI-FI !! Hardened games junkies can put in their 
favourite tapes and tisten la those loading sounds all day long! 
This goodie will go to the hint, tip, cheat or mop chosen to be 
the best of the bunch so keep 'em coming. How about some 
suggestion too for some more give a ways? Mot computer stuff, 
cos' everyone has most of the programs available, hut some- 
thing more unusual and not too expensive like a trip to Disney- 
land, I he Tip iter's pockets aren't deep enough for that {I ain't 
even been to Aiton Towers)! It's the fun ofit all that counts. 
Send everything to THE TIPSTER, NEW ATARI USER, P.O. BOX 
54, STAFFORD, ST 16 1DR m 



A TIPSTER EXCLUSIVE! 



Every reader sending new hints, 
tips, cheats, maps etc, to 
THE TIPSTER will receive an 
EXCLUSIVE TIPSTER badge? 
There is no other way you can 
get one of these badges so you hud better get exploring all 
those Atari games and send in some info, pronto. 
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A TUTORIAL SERIES BY GORDON CAMERON 



CRUNCHING SOM 
NUMBERS 



Becuuse of an early deadline caused by 
the advent of the Atari Show, 1 thought 
I'd change the format slightly this time, 
and start off by trying to answer some of the 
questions posed in your letters. 
Firstly, Mr. L Wulsham of Leigh on Sea asks if 
Turbo Basic; is available on his 16k Atari 400. 
Although I don't know for sure, I think a version 
of the language for the 400/800 machines is 
available from the Public Domain Library of 
'Monitor' on disk only. This is an excellent quar- 
terly magazine published by The U, K. Atari 
Owners Club', an independent user group, and I 
thoroughly recommend you at least take a look 
at it. You should be able to get further details by 
contacting the editor, Roy Smith, at P. O. Box 3, 
Ruyieigh, Essex SS6 BLR. I am sure the Editor will 
back me up when I say that this is one of the 
better independent publications for the Atari 
machines. 

Next, Luis Barreto from Portugal wonders why 
he cun t save files on his DOS 3 formatted disks 
after he loads Turbo Basic. The answer Is thai IB 
is saved under DOS 2.5, and the two formats are 
incompatible, DOS 2.5 is the more popular sys- 
tem, as well as being the widely accepted stan- 
dard, so I recommend that you use it, rather 
than the more recent version 3. 
From Macclesfield comes a query from Mike 
Falconer regarding documentation for TB. As far 
as I know, all that is currently available (in 
English) is the pamphlet translated by the West- 
ern New York Atari Users' Group, which gives 
some basic information on the available com- 
mands. It comes with the language if you order it 
from the Page 6 Accessory Shop. Incidentally 1 
still get people asking where they can get Turbo 
Basic. Most Public Domain libraries, including 
the Page 6 one, stock it, so you should have no 
trouble in that respect. 

HINTS 

Finally, a couple of hints suggested by readers. 
Andrew Thompson from Cwmbran in Gwent has 
found the vector address for the Basic statement 
table. If you look at memory locations starting at 
DPFEK<149) through to DPEEK<149)+234. 
and locations 63847 to 64196 (he hasn't yet 
discovered vectors for these - can anyone help'?), 
and print out their contents, you should be able 
to see the entire command set' 
Also, an English language version of the TB 
compiler is now available thanks to an old friend 
from the ARK, Martin Holland from Lower Penn. 
If you are interested, and would like to be able to 
make sense of those German prompts, drop me 



or Les a line, and we'll see what we can do. 
Please curry on writing, even if only to offer comments on the 
article. I try and answer all the letters as quickly as I can. A word 
of thanks to all those who did bother to write - there are too 
many names to List, but you know who you are. Thanks. 

MORE NEW COMMANDS 

As I said, I am writing this at very short notice, and, unfortun- 
ately, I am separated from the 8-bil Consequently, I haven't 
been able to write any substantial new programs, but have 
managed to drag out an old graphics demonstration which I 
translated from an ST effort - this appears as Listing Two. Also, I 
monuged to dictate Listing One to one of my brothers on the 
phoneO), 50 it's thanks to Andrew and Scott Cameron that it 
appears at all? This program shows the use of the commands !, 
& and EXOR, and supplies a procedure which will convert a 
string (stored in G_S$} into another, with the entire text changed 
to upper case (set G_TYPE=TO_UPPER), to lower case (G_TTO 
-TO LOWER) or with lower case changed to upper, AND vice 
versa <G_TYPE=SWAP). Make sure you ONLY use characters a z 
and A-Z Using spaces, full stops etc.. will cause unexpected 
results' It is easy to change the progmm so that all these 
characters remain unchanged, but I leave this to you. Hopefully, 
these listings will be of some use. 

This issue, I thought I'd try and cover some of the TB commc 
which deal with arithmetic, as well as the so-called 'logical' 
commands hinted at earlier. 

ARITHMETIC COMMANDS 

The number system we normally use makes use of the 10 
characters □, 1,2, 3, 4, 5, 6, 7, 8 h l ), this system is known as 
decimal, or base 10, and although it is ideal for most 'human' 
purposes, when dealing with computers another system, known 
as hexadecimal, or base 16, is often employed. This is preferred 
by most technical literature and programmers alike, and allows 
bigger numbers to be represented in a more compact fashion. 
Hexadecimal uses not 10, but 16 characters to represent digits' 
in the number. The system goes 0, 1, 2 ... .9 but then the count 
continues A, B, C, D, E and then F. (Conceptually, A=ll, B=12... 
E=15). A base of 16 means that we have a 'units' column, a 
Sixteens' column, a two-hundred-and-afty-sixs' column, and so 
on, with each column representing an increasing power of 16. 
This compares with the decimal system we are all familiar with, 
which has a 'units' column, a tens' column, a hundreds' col- 
umn etc. Here, each column represents a power of 10, with the 
rightmost column, the 'units', ten to the power of zero. 
As a quick example, the number ABC in hexadecimal is equal 
to 10(or A)*16 2 plus 11'16 L plus 12*16° in decimal - i e 
2560+176+12 = 274B. 5o 2748 in decimal is 'ABC in hexadecim- 
al. I'm sorry if this is vague, but I haven't the room to go into a 
full explanation - any Arithmetic book should give you some 
more help, if you need it. 

Luckily, Turbo Basic supplies us with a mechanism to change 
from hexadecimal) to decimal, and vice versa. The command 
HEXS(x) will return a string corresponding to the hex version 
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x. Since these numbers are stored as strings, they can't he 
mnnipuluted by aritlfmetie operators (+, - etc.) unless they are 
chgnged back to decimal first. This can he done by using 
DtC(HJ) which yields the number (in decimal) represented by 
the hex string, HJ. 

A quick group of examples :- 

1) PRIWT HEX$( 110) gives the answer 6E' 

2) 10DIMH$(10) 
£0 H$= "ABC" 

30 PRINT DEC(H$?* 10 
RUN will give the answer '27480' which is ABC„*10 W 

If you want to use hex numbers in loops, for example, then you 
can also do something like : 

FOR L=$0600 TO &067F 

which is exactly the same as writing : 

FOR L= 1530 to 1663 

1536 decimal or 50600 hexadecimal, represents Page 6, funnily 
enough. Now you know] 

The J sign before a number tells the computer you are using a 
hex representation, and it will convert such numbers to decimal 
before using them, 

The above will be blatantly obvious to some of you, but a 
complete mystery to others, and J apologise for this. However, it 
is difficult to appear interesting to such a wide audience. Ah well 
never mind ! 

DIV and MOD are commands which allow you to do integer 
division. That is to say, when you divide one integer by another 
(a/b), you get a quotient {how many times b goes into a) and a 
remainder. So : 

10 OA DIY B 
20 D=A MOD B 

will store (he quotient in C, an the remainder in O. What 
possible use these commands are may not be too obvious, but 
perhaps a short example will prove useful, if you use : 

A=(A+l) MOD 10 

in a loop, say, then A wjj] 'count' from 0 to 9. and then 
automatically go back to 0 again! If you replace the 10 by X 
then A will count from 0 to X-l, and then reset. Why this 
happens, I'll leave for you to work out. I've used this technique 
In a couple of my 'colour-cycling demonstrations 

NUMBtR-SPI ITTING 

Another pair of complementary functions are FRAC and 
TllUNC, but these are of use for real numbers {those with 
possible fractional parts), as opposed to integers. TRUNC(A) will 
return the whole number, integer compononent of A, whilst 
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tt 

8 
11 
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XL 1 REM 

EH 2 REX 
PR 3 REM tt 
tW 4 REM tt 
SH i »£H tt 
LG 6 REM tt 
IR 7 RFM 
HH « REM 

VM tfl DIM G^S*C2I0) 

KE ZB TO_LQMER=t:T0^UPPER=Z!il«p=J 
DC SB GtJtt MAIN 

HZ 4B , 

IA 5B 

HJ 6ft PROC TRANSFORM 
i-U 7# T RAR5_^TAR T-ADR CG_S$J 
BO Sfl T»AIIS_rop = TRAI*^_STAHT + LERt(;_5*J^ 
Etf 98 FOR TRAMS_LOOP=IBAR*_5TA«T TO TR A 
N5_TOP 



nz tee 

uc ite 

BM l?fl 
HJ lift 
RZ 4-49 
WE IE* 



P At TERR = PEEK CTRAN^LOOPJ 
IF 6_TVPE=1 

PftKE T RAN 5_ L OOP , POTTERM*3I 
ELSE 

If G . TVPE-2 

POKE TRARS_L HAP ( P AT TERAAE* 



El-^E 

PORE TRANS—LOOP , PATTERN EM 




CU IBB 

LM 179 

OR 32 
BY IBB 
*C 15* EHDXF 

gh zee rekt trahs.loop 

UM Z1B EKDPROC 

OT Z2ft „ 

OV Z3ft 

I 24B fit MAIM 
W4 Z5B REM 5 MAP can be replaced bu 
TO ZB0 REM T0_1_AHER ftr T0_UPPER in Imp 
MM £?B REM 250 to RlV« different effects 
HH 2BB G_TVPE=5UAP 
Tl 2*ft ? "A": INPUT G_5$ 
IP 306 LNEC TRANSFORM 
HO JIB ? fi_sS 
RM 3Z# t WD 





TRAC(A) returns the other bit - the remaining fraction after the 
decimal point, e.g. 

10 A=3S.75 
20 B=TRTJNOCA) 
30 G=FRACfA) 

will pat the value 25 into B, and 0,75 into C. 
The last of the new arithmetic operators is the function RAND 
RAND{N) w|| give a pseudo random number in the range O N. 



LOGICAL COMMANDS 

To round off this time, I II briefly try and describe what are 
known as the bitwise operators', Turbo Basic supports three such 
operators : OR ([ in Turbo Basic). AND {& in TB), and EXCLU 
SIVE-OR (represented by EXOR). These operators take' two oper- 
ands or values, and act upon them, just like +, -, * and /. You can 
have 100 f io\ 100 & 10' r and '100 EXOR 10 r r just as you can 
quite legally have J 100 + 10'. Unlike + P - r * and /, however, the 
so-called logical operators operate on individual bits rather than 
the whole numbers themselves. I'll elaborate briefly but, again, 
space dictates how much I can cover. 

Every number stored or manipulated in the computer is stored 
not as a decimal value, as we humans ore used to. but as a series 
of voltage levels, or ONs and OFFs. This can be represented by 
using another base (not again, J hear you say!]) - Base 2 or 
binary, m binary, the only characters used are 0 (which corres- 
ponds to the OFF in the computer), and 1 (ON). Each memory 
location can contain any number from 0 to 255 on the 8-bit. 
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This range can be represented by 8 Binary diglTs (BITs), and this 
'unit' is known as a BYTE. Hence, each location contains a byte 
of information. lust out of interest, this is why it Is necessary to 
use 2 bytes to represent the addresses themselves. The numbers 0 
to 255 are not sufficient, so we need to use 2 bytes - a high byte 
and a low byte. This gives us a range of 0 to 65536, The 
explanation so far is an over-simplified picture, but should 
convey the basic idea. 

If a certain location stores the value 100, this is, in binary: 

01100100 

(Q'2 7 ) * (1*2*) + (1*2 5 ) + (0*2<) + (0*2 J ) + (1+2 2 ) + (1*2 3 ) + (0*2^ 

The logical operators do a calculation on individual bits, or 
digits of the binary number, rather than on the numbers them- 
selves. So each of the operators compare the corresponding bits 
in both operands, and decide whether or not to set the relevant 
corresponding bit in the result. 

The OR operation (!) sets {which means switches ON' or J make 
equal to 1') the result bit if either or both of the corresponding 
bits in the two operands are 'on r themselves. Good grief, an 
example is in order! 

01100100 {which is 100 in decimal) 
OR 

11 00 1000 (which is 200 in decimal) 
EQUALS 

1U01 100 (which Is 236 in decimal) 

So, in Turbo Basic, if we write 

10 A=PEEK(x) (which may be 100) 
20 B=PEEK(y) (which may be 200) 

Then PRINT (ASH) will give the result 236 




TURBO 
BASIC 



the language for the XL/XE 
that is rapidly becoming the 
standard replacement far 
Atari Basic, 



• Turbo Basil: has many new 

commands and is easy to learn 

• Turbo Basic runs faster than Atari Basic and will run all 
your existing programs 

• turbo Basic includes a compiler that will run your prog- 

rams at machine language speeds 

Turbo Basic from Page; 6 tomes complete with 
a printed manual for just £3,95 

Order your Turbu Basic today and join thousands 
qf Atari users who are getting more from their machine 

Write with cheque or PXX to 
PAGE 6, P.O. Box 5% Stafford, ST16 1TB 



nr 



If you asign values directly to A and B above, make sure that 
the numbers are between 0 and 255, as these three commands 
only work on 8 bits, or a byte. 

The AND operation (fir) only sets the result bit if BOTH the 
operand bits are J on\ 

01100100 
AND 

11001000 
EQUALS 

01000000 (which is 64 in decimal) 

So, PRINT (A&B) wlJJ give the result 64 (if A is 100, and B 200). 

The EXCLUSIVE-OR (EXOR) is the same as OR, except that If the 
two bits are the same, then the result bit is always 0 (OFF). 
So. in the above example. PRINT (A FXOH H) will yive 172, 

WHY USE THE LOGIC COMMANDS? 

CVinfusiHi? In practice, these commands are useful for setting, 
clearing or toggling bits in a byte. For example, if we want to 
display only charactets in the ASCII range 0-127, then we can do 
what is known as 'mask-out' the bit representing 2 to the power 
8, or 12S - the ' leftmost r or 'most significant' bit in the byte. This 
way, we con strip characters with an ASCII value of 0-25 S down 
to 0-127. The AND (&) is used generally to clear bits, the OR (!) 
to set them, and the EXOR to toggle them. 

I'm very sorry if I 've lost anybody, but this is a subject which 
really needs an article all of Its own to explain. Listing 1 
demonstrates the technique by swapping between upper and 
lower case etc. The only difference between UPPER case letters 
and LOWER case is that in the latter, an extra bit is set to 1 e.g. 

A' In ASCII is 65, which is 01000001 in binary and 'a' in ASCII 
is 97, which is 01100001 in binary. The ONLY difference is the 
third bit from the left which is on' in lower case letters, but off 
in upper case. It is on this basis that Listing 1 works. 

ODDS & ENDS 

I'll end on a hopefully understandable nole, by describing a 
command present on the ZX Spectrum' (aurgh) amongst other 
machines ■ 1NKEYS This function return the empty string O 
until you press □ key, at which point it returns the key you 
pressed. So, to wait until someone presses a key. you could write 

WHILE <INKEY$= ■ " ):WEND 
or REPEAT: UNTIL (DtfKEY$«c>" 

To find out which key has been pressed, try the following 

example : 

10 DIM K$(l) 
SO DO 

30 K$=INKEY$ 

40 IP (K$<> " " ) THEN PRINT K$; 
60 LOOP 

FINISHING OFF 

Well, that about wraps things up for another month. A hii til 
a mish mash, but hopefully normal service will be resumed next 
time, when I hope to cover some more Turbo Basic commands, 
as well as answering some more questions. Feel free to write to 
me, especially if you found anything hard to follow, As ever, 
comments, suggestions and hints will be gratefully received. Let 
me know what you'd like me to cover. Anyway, bye for now 

Write to me c/o H Muir Bunk, Scone r Perthshire, 
PH2 6SZ, SCOTLAND. 
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U I HEM """mi ll I I I IIIII HH I II H HH 1 1 L | em ^mM^p 

lh 2 ffFh ft runao- ba^ic tutorial 



*y Gordon [iiwrqn 
for KEH ATARI U«ER 

«r«I HL^MC DHL ¥ 



RP > RCH if 
'W 4 REH U 
TL B HFh u 
LC 0 *CH ■ 
1R ? REN HM 
HH 0 RCH 
*J i* GDH Hflll 

H* 1* " 

Ht -A 

TO 41 ppjOC SETUP 

"0 St 7 "H":P_^ittoh ft,or? "craphics of 

MQ";POSITI*R H,ItJ' "1> d l E AHF/ROA" 
■W «* PQ SIT TON 12 ( 12:i' HfllT"; 

POSITION 14*14 j? "i APRROK . 23 SEC* i ■' 
*L 70 fcAPrt 
91 ** HTC=I 

m ?» bin MVMCT441 .mrciOAj 

KB 1BA RIH fflfX* (3B01 H HYY3[J|f) 

HU 111 PIM ASS ICR <7 j 7 J 

PH 12* DCC 

LV ISA FOR, H = B TO i6B STEP CAP 

• T 14* HYX IN > = UN CM 1 »*05 ( H J tt j O »* ■ 

¥H L-H HVV CM) Z.SXH CNl«7**1fl 

FB IBB MYXZCH? ZCOS [X»*3*+40 

-4 170 *YV* (X>=^XH (N)«C0S tN J »7S+<)A 

HJ I-1PI Mr kt H 

C'H 1»B FOR L a (If I ro f 

HH 7BB RF40 N 

IK 119 ASSTCHCi ■ LDDP) "X 

IP 7.ZB HEHT L DDR 

61 31* r ran l OOP - z t p 7 

** 3*4 FOR L0DP2-1 TD 7 

IS » TCMRTASiiCRCLOOR-l,LOOP2J 
E * **' R13J6W CLOQR , L 0DP21 = f TEHP+_) 

m» *7+ii«cteiw = a6] 

*T 27* NEXT L00P2 

AH IS* HE XT LOOP 

W «• ERIPH4C 

00 1H 

01 J 1* — m 

hp Jie pnoe iap 

Oft 31* t= CC + 1 J HOR CC = i) 

VT 341 E.HBPR0C 



RA 310 

PC J*# - 

HR J 70 PROC AHIfMTE 
Stt 100 PpHf ?Mt , ASSI&H4MTC , II 
P4RE 7A7 r CHTE,1) 
■SETCOLOA l,t« RfSl«mi«i| -H 
SE TC OL OR ASSItHiHTE* A)-JI 

SCTCQLDR J.I.A)lIlilltMTE,f)-l2 

SETCOLO* 4 j Z.ftiMdHCNTEj 7»-32 
m*ffTt«4l P»* R*CHTC = ri 
UV 4GB EHDPHCC 

RF 4 7A „ 

PH 400 

tY 4» PROC CIHCI.ES 
FM SOB C=l 

ran LPOR-OOius to ■ mip -UK 

COLOR c 

CIRCLE X, Y„ LOOP J LOOP KVSCAL E 
EHEC ZAP 
EKEC AttlFIATC 
HEHT LOOP 

m i7i ENRPnoc 

PI SB* 

RK »** 

HH COD P«Ot PLOT t 

ec bio plot x-1,.-1:dramto ^l,V-> 
RLOT k-z> v-?:_A«Mlb x«s.r-2 

FOR LO0P--1 TO 1 

PLOT X-J, V«LOOPrA»ANT0 VtL 



UB 3S* 
1U -00 
BR 4 IV 
FO 4ZB 
ML 4 Jft 
JI 440 
II V 4 SB 



LE 510 

HL WZ1 

UH $10 

Pi 540 

KE SSfl 

A4 Shu 



ZP 634 

rs o4« 

OOP 
a bso 
A« 4bl 
AU 



WE KT LCQP 

PLOT K-_:,Y»ZJ PROMT* X+.,V.2 
PLOT X - lp * i I : DRAHT 0 X*l f ¥#T 



UF 6<9« ERfrPROC 

PL OOO 

Oil 7B0 

LL 710 PflOC T_ST 

tC 72B Crj 

HA 73fl GRAPHICS 14 

m 740 color c:TE:xr i,i.« tuhbo- 

VB 750 EXEC ZAP : EXE.C EAPlEMCC £AP 

S« 74 B COLOR C i TEXT (,14 2,'- BASIC 

UH 77* rOH KZ1 Ml 4B 

HP COLOR C I PLOT K,X*1B 



a I sin 
wu tioe 
tin sin 
FY I2B 
VK B 1 B 
BB 040 
FT SiO 
X J BBS 
HO B 70 
ft DDI 
1 

HZ 0?0 
WE TOO 
NK til 
C I 924 

HJ *4B 

HI '■■•M 

HX 968 

UU tSfj 
I 

JH 1E0 

CC 7»» 

HI IDA* 

CV HM H 

US iize 

HO 4 410 

m v i e + ci 
ILf 1 
«C 10S0 
OH LOCO 
R4 1B7B 
RO 1040 
I'D 10 9B 
HE LISA 
XH 1110 
S¥ 112B 

► I U "< 
PR 1 L4I< 

KM | T.n 
JH IIGO 
HU 1174 
VC 11BR 
1L?0 
■J 12B0 



bR-NTU BO K r H* 14 
RPJAMTD e|-H,lll-N 
DRAHT* X, IB- "H 
bwanrrj K.«Mi! 
F COL OA _ 
1-r.iMi M*1,X*1S 
fHEC CAP 
EXEC: AHIHnTE 
RE X T K 

X Z 24 i 5 4 3 R* IU * = 1 R 5 VSCAL _ i mc = 

EXEC CrRCLEl 
H=55 

CHEC CIRCLES 

X=4*: Yzl3B i RDIU^-14 

EXEC CIRCLE?. 

fOK L -A T* J«B STEP -OF 
COL OA t 

" M = TRUHC CHirjt ci : l iVzflMBM CHVtCI.1 

EXfC PLOT 
EKEC ZAP 
€HEC dKlHATC 
Hi K T L 

FOR LSI TO 3*« STEP (A>P 
COLOfl C 

H = TRUHC(PTfXZCL)) :T = 14(JRC(lfVV? 
CHCC PLOT 

txec iAP 
Exec AtflPHTc 

*FHT L 

f appro c 



H NfllM 

exec setup 
Exec test 
on 

Exec a mi ha IE 

LOOP 



PfiTA 14. J6 r 34, 40^7,44, 4* 



A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 



GAMES 

fanny Djigleish 

Soccer Manager 

Slar Wars 

UarierboarrJ 

Summer Games 

GauBillet 

Gawmlet Deeper Dungeon 
Smash Hils Vol. i -? eacfi 

LivifHj Daylights 

Tmial Pursii it 

HgNar Piidi 

Mereenan/ Compendiun .. 

Spy v Spy .., 

Spy v Spy II 

Spy v Spy III 

Spy v Spy Trilogy .. . 

Azlec , 

Pc4ar Pief re 

BdulderrJash II 

Mr RobDL 

Bflta Lyrae 

firadesl Hits Vol. I 

Arkanoid 

Trail Eter . 

Footballer ol me Year 
Silent Service 
FlSSlnke Eaglf 

SotoRlgH 

European Soccer 

Tiger Attach 
Spvturc-r . 



Cass Disc 

s.ss 

B.95 12.95 
2 99 1 1 .95 
12.95 
2.99 11 95 
299 

S.95 12.95 
12.95 T4.95 

7 95 10.95 
9 95 12.95 

6.99 
6.99 
6.99 
995 
699 

6.99 
6.99 
6.99 
699 
9.95 
9.35 

2.Fr9 

8.95 1095 

8 95 19.95 
8,95 10.95 
S.95 12.95 
5.95 

699 



-ass 



GAMES 

Winier Olympiad OS .... 

Mira* Force 6.95 

Winter Events 7M 

Eidolon 

Macker 4,99 

Rescue on Fraclutos ..... 

Ball Blazer 

Rampage 

Cross Country Road Race 
Atari Aces 



i 99 

4.99 



Disc 

12.95 
fl.95 
9 H 
9 95 
6.99 
6.99 
699 
6.99 
5 95 



Atari Shoofemyps 4.99 



499 

7.95 
4.99 
4.99 
299 

4.99 



Atari Plaltorm Pertecdon 

Spmdizzy 

inlernaiionai Karale 
Touchdown Football 
Pitstnp II .............. 

SpitlirR 40 

Draconus 

DruirJ 



4.99 
499 



499 
4.99 



Whirhnurd 2.99 



6.99 
6.99 
5.99 

11.95 
6.99 

10 95 
9 R5 



Encoumer 
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ADVFNIURE'ETR ATF fj V GAMES 

Ballyhoo 12 95 

Hollywood Hi Jinks 12.95 

Starcross 12.95 

C_tttroat$ 1295 

Jinxttr 16.95 

The Pawn 16 95 

Lancelat 12 95 12.95 

Time & Majik 12 95 12.95 

Lurking Horror 12.95 

Ingrids Back 12.95 12.95 

Guild ot Thieves 16 95 

Knight Ore 12 95 12.95 

Cloak of Death 2.99 

mi mm otAwnm mmum fit stock 



ADVENTURE/STRATEGY GAMES Disc 

Alternate Reality Dungeon .. 14.95 

GurtslingEr , 9 95 

Eternal Dagger 16 95 

Battle Cruise 22 95 

221b Baker Street 9 95 

U5AAF 25.95 

Computer Ambush 25.95 

Warship 25.95 

Carrier Force . r 25 95 

Battle of Antietam 25 95 

Kamfgruppe 25.95 

Mech Brigade 22.95 

Gettysburg 22.95 

Panzer Grenadier 22.95 

Sons of Liberty 22.95 

Shiloh 22.95 

Field oi Fire g.95 

Questran 995 

Vietnam 9 95 

Ultima IV 16.95 

XU/XE CARTRIDGES ROM 

Rally Speedway 8.95 

Designer Pencil 8 95 

River Raid 6 95 

Pillail M 6 95 

Space Shuttle 8.95 

Dreadnought 8 95 

Blue Max 14.95 

Ball Blazer 14 95 



UTILITIES 

Mini Office II 

Atari Wriier ... 
Atari Writer Plus 
Macro Assembler 
Assembler Editor 
Microsoft Basic II 

Silent Butler 

Planetarium , 

Cut n Pasts ........ 

Pnntshrjp 



RDM 

29 95 

16.95 



Final Legacy 
I ode Runoer .. 

Archon 

Star Raiders II 

Battlezone 

Pengo „ 

Pole Position 
Defender 



14.95 

14.95 
14.95 
14.95 
14 35 
12.96 
■2 95 
9.95 



219/221 Cannock Road. Chadsmorjr, Ca 
Staffordshire, WS1 1 2DD 
Telephone (0543)466577/8/9 



nnock 



Add SDp 1d orders less Ihan £5.00 
AH prlCffi art cditbcI at lime or ping- 1c 
press. Access Or Visa orders welcgrrt^ 
Plia'si' add £l per ||Am lor rwercaaa 



Disc 

18.50 

29.95 
19.95 

19 95 

16.95 

1695 

22.95 

29.00 

BUDGET SOFTWARE Cass. Disc 

Las Vegas Casino 2.99 

Speed Ace 2.99 

Football Manager 2.99 

Soccer 1.99 

Kickslart 1 99 

Nmja 2.99 

Pittall II 2 99 

Pot Hole Pete 1 99 

Henry's House 1.99 

Grand Pnx Simulator 2 99 

Transmuter 2 99 

-ybex 2 99 

180 1.99 

Video Classics 1.99 

Submarine Commander 199 

Pro Golf 2 99 

Dayhghl Robbery 1 99 

GhoslbuSterS . 2 99 6 39 

Slingsbot . . 2.99 

Hardball 2 

River Raid 2 

Decathlon 1.99 

Jocky Wilson's Darts 2. 99 

Thurtdertox 2 99 

BMX Simulator ,,,, 2.99 

Dawn Raider 1 .99 

Speedzone 1 .99 

Bombfusion 1.99 

Steve Davis Snooker 1 99 4 99 

Pogolron 299 



Plea&B make Cheques OP PD*ta4 OrrJars payable lii "MILES BETTER SOFTWARE" 
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! XL/XE TYPE-IN 



Ml BY B HAL5AL 




T 



he dinner dance is over and leftovers litter the 
floor. Now it's party time for the mice - and boy, 
are they rough! You'll have to battle just to get a 
morsel. Don't have too many cocktails though, 
they'll make you drunk. The bottles, however, are 
safe enough, they just get in the way. 
During the course of the mouse party nasty sal- 
monella and listeria bacteria will Increase and 
eventually some items could give you food poison- 
ing - with fatal consequences. Keep your fingers 
crossed I 

The game ends when all mice are gone and the 
winner is the one that consumes the most. The 
scores are displayed in player order from left to 
right at the top of the screen in the same colours as 
the mice, 

On loading, the gome goes straight into demon- 
stration mode. Press the button on joystick 1 or 2 
respectively to start a 1 or 2 player game. Use your 
joystick to move your mouse around the screen 
unless it Is drunk, in which case you'll have to wait 
a few seconds until it sabers up! The computer 
controls the remaining mice not selected. 
On earlier computers with 4 joystick ports up to 4 
people can play once 4 joystick mode has been 
enabled by pressing START and SELEC I together 
when the game is in demonstration mode. 
Once set, 4 player mode is enabled until 
the computer is turned off. 
Press the appropriate joystick button to 
select the number of players each game. If 
you prefer to take the easy option just sit 
back and let the computer control all 4 in 
demonstration mode which comes into 
play about 2 minutes after each game 
ends, fust enough time to pay out the 
winnings and place your next btrts! 



TYPING IT IN 

Both cassette and disk users should type 
in Listing 1, SAVE or CSAVC a copy, then 
RUN the program. The program will check 
each line of data and inform you of any 
errors. Correct any errors and RUN the 
program again until all errors are elimin- 
ated. When this is done answer the cosset* 
te/disk questions accordingly to create a 
boot tape or binary disk file. 

Cassette users should load the boot tape created by 
firstly removing all cartridges und then turning on 
the computer while holding down the START key 
(XL and XE owners should hold down OPTION as 
well). Press RETURN and the tape will load and run 
automatically. 

Disk users should type in Listing 2 and save it on 
the same disk as the binary file created by Listing 
L RUN the Listing 2 program with the disk in the 
drive and the game will load and run automatic- 
ally. 

A special note for disk users - if any other prog- 
rams have been used prior to Listing 2 being loaded 
it is recommended that the computer be turned off 
and on again before the program is run to ensure 
that the game isn't corrupted by any data left in 
memory. 



MOl 
PAR 




A new action game 
from Bill Halsall for 
up to four players 



Mouse Party can be played by 1 or 2 players on the 
XL or XE but owners of the Atari 400 or 800 
computers can have up to four players at once 
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MOUSE PARTY 



HO 1 REM WHHHHWWh 



MOUSE PARTY 
by 

Hilt rial?!!! 



Lfl 2 HEN * 

HS 3 REN * 

Tft 4 BFH A 

ZE 5 R(H * 

SS ft REM W 

HC ? RIM * If CM ATARI U5EB 

MV S REM TllfHRllMHHmmirMHHM 

BB 4 9 HEN 

BD 41 REM 

BB 42 REH 



• 

If 
R 
M 

M 



BH 43 REH 

SR 44 OlM 0AT$flBft) ,HEH(22? ^RESTORE 45:F0 
« H-B TO 12 3 REAP H r H E K t m j n; M f m F *:PAS 
5-fl [ T0¥ AL=ft J TfiAP 62:? "CHECKING DATA" 

** 45 L THE- 94: RESTORE 18* 

EL 46 OATA 8.1,2,3,4,6.6,7,8,9,0,0,0,0,*, 

* * I, 41, 11, 12, 13,14 r J.5 
BN 49 LINE=LIHE+1:? LINE: READ DATS; IF LEH 

(ft AT Si <> 9* THEM 7ft 
BL SO DATLIN=PEEK<1833 ♦ PEE It C1S4)*256 : IF ft 

ATUIMOLFRE THEN r "#tt5SIRG";CHB$<2S3l 

: EHB 

HA 52 FOR K=l TO 69 STEP 2:01=ASCfOATStH, 

•»*-4e E D7=ASCiAATf Of*i,*+i}*-48jBVTe = H 
EK€0i3»i6+HE«C02I 

GR 54 IF PAS* THEM PUT Ml , BYTE ! MEltT M ! NEA 

B CtfKSUN! GOTO 40 
BB 5* T*TAL=TBTAL+BYTE i IF TOTAL > 9 91 THEN 

YO T 0 L "' T ft r A I ■ I H rt (J 
TS SB HErt H t READ CHK*liH;IF TOTAL OCHICSUH 
tHEH ?h 

va ba goto 4« 

TO 62 IF PFf K C1953 < ) fe THEN ? "ERROR "jPEE 

* 1 195i ; tHfiS C2B J J - EHB 
AJ 64 IF PASS THEM RESTORE ?0 : FOB K-l T ffl 

37 J REAR n;PUT Mi , A : HEKT H : CLOSE ttl ; END 
5H 66 * 'MBllSK Oft tTl APE":<iOSUfl SO ; IF K = 

ASCC'D") THEH 70 
BB 68 T "REAOY CASSETTE AMD PRESS RETURN 1 " 

S OPER Ml j, ft * 120 , "C I " E GOTO 74 
HB 75 ? "READY RISK AMR PRESS RETURN" : COS 

UB Ottir M015S THEN 70 
BA 72 OPEN Bl,ft.B,»ft:MQUBE.«BJ« 
OH 74 FASS-1 :LXNE=49tRE*T0RE lOR : TRAP 62 f 

GOTO 40 

PT 76 f -BAD PATA"j€HB*CZ5J) itH9 

GO BB CLOSE Ml: OPEN *1 , 4 , O, GET Ml , k : 

CLOSE Ml: RETURN 
Bit 90 B ATA 81,33,174,248, 38,189,131,2, 240 
*■>■* 165,19, 2*1,20, 2*B, 239,1 

34, 207,109,131, 2, 240, 251, 76, 9ft, 30, 2, B 
02 9? ft ATA O,B,0 H e.0 H 0 

AL Iftft RATA OBaEOa20272OA4BOSO2F02A9ICBBR 

2B 3 A 9 00 BR E 7 0 2 85 BE A 9 1 BO RE ft 02 BS BF AS 2 BO EB 

AA92OBSBO1O6«4CSA260OO3« 521 
¥B 101 RATA 2AAA555Sl51SB*CB-A0AA5!E55S4S4R 

eOB9516L9I6 If B6BO(JOi46 59'Jfe||FB54O0iJOAAA 

B9AA99AAAft«00AO4BO0A26A P 34« 
BR 1R2 DATA A A AO OF 3 SB 5-F 53 FO FftO00 Fft BG S 75F F 

CFOftO 3 AO E 0 3 O BO OftOBO B I ABAC BO C BC Be BC OF ft 1 

C3CXC3CXCFFFFFFrFE0EBEQ, 7BO 
BH 183 A AT A EBrFFF3CB303ft3B3O3O3#XB3BO3«tB 

■ F F OB JO 00 BO B3 33 ft I F FO 33 30 10 300*0 ftO OA BflO 

0 1C 3E6 B 7 F3C1C 1C1 C3C 3E 7F , 2 9 
ZT 104 DATA 7F7E3EiCflJB2Ol?llZOCO0OOO0flOR 

■OftOAlC2AlC0OftftlO4Cl OOC1A2B4B«4120CB*S 

OBflBOftft0OftOOO0OBO7ft7070, 213 
Sft 105 RATA IB42OftJO£50B3SAH252125asZ52B2 

B2S20B641DE28A227A9B0 40 0O34C Al OF A A 2 BB B 

tJ52l9D001OBR3l2l9R9CIft,l79 
U« LftQ BAT A CAl*FlA4FFA2fl34Dl2SE90923E9Dl 

23P9*923FCAlOFl*O0O2ft2F35332SO03021323 

43922I9ft0220ft20212C3^21, 7S7 
JS lft7 ft ATA *CZ€A2O8OD492l9R9C30CAl*F760« 

0BB272lZR25ft«2F362S320ft40BA40A6BBB5Bft9 

&BeB0e5Bl*R0lOBE6BOEftBO, 513 
Ft IBB RATA 6OAAB04OASBBFO38CBBEC6CBASC02 

to 7B 5 C Oft A*»BBft 4 C 9ft Eft 02 6 Aft E 6 20 30 E 9 2 BO BF 

6Z0BOft3CEE720AOE72OC934,444 
UA 109 DATA DOllADEO2BC9ftSD«BAA939O0E7ZOA 

9ftftSDE62BASClF0l94AAAB04C22OR0Bft269A20 

BB4D2CA Gift ftO B A 90 ftO Dfl 1 *2 , 4 25 
OL US DATA B DO BB 2 ABC 2P ftRRBB 1 8 22 ft A B4 0 2 D BB 

IftftO 5 D2CBC2 Aft C 3 FO ftPBA 2 32 28 RO 6ft 2ft Afl 3 00 ft 

7ft 2C fi C J A Sflfl 65 BO A 9 64 Bft ftO t 63 7 

EY 111 DATA RftA974BBOlDBA964BD02B8A9948ftB 

3BftA9556ftRQ e zA42l0B*lftZ0C62E4B0ei82B3O 
3R4640SO5OB070B 80 001420, 954 

JO 112 RATA 3C50647fl8CA0B4B0B*64 7664 78647 





B64A2IlBbCCA98605CBA8A9ft09lCBC8A90D91C 
09B293rr9JEDROA06A9RE9J., 226 
PY 113 BAT A C BC 8 A 9 0F 9 1 COG Bft BE 3E 6 C CE BEB 36D 
ftft5A9316SCCADOAD229O3AA2BA622O5C0Aft0flA 
9Ba91CBOBZ0A9BC91CB£8E8, 13 
NT 114 RATA BSD0EAEBCca5CCC93ftDftDCA?Ilftftc 
CA9I6ft5CEA«0aB4CB64COBlCB91CftC0DBF9E6C 
CE6CEEOEO36D0FO5OADOAD2 ,543 
EN 115 OAT A 38E92B90Fe29FCa9O16tA9*ftBDZFB 
22O2C22feF6ZOA93CORO7D46ftF4aZA7OftBRB0E 
B 9 D 0 ft j c B A 0 OE 1 9BO0 3ft E BR B m 332 
FN Hr DATA FlBD2B2ft9D0O3CEBE07OOOFBA9026 
DtOD«A9OiaDbFOZA7OftBDR8D?A90 j0DRF^2O?l> 
E6ft3«BZA92 8603 102 A20B0D, 464 
JC 117 RATA 1 9Z39BC802qAl#F7ft92ABB2F82A06 
CA221ft9072BSCE4A9COADOED4ft60ftBB4fi66100 
C«flB214ASDE10ft34C24236ft,799 
NH 110 DATA A 5C 4 OS C R B BC DAS C 5 86 CC 2B A 3 2 I A4 C 
Bft90D91CB91COCBA9#ft-91C091CDADE720B5CCA 
0L6ZO38E92BS5CBOSCDOO82, 46 1 
OF 119 ft AT A C6CC2*A3232BB4Z3A0BlCttC9ODABF 
6CBBlC00ftFlBaA5Ce05C4A5CCft5C5B4CB2ftC4Z 
305C7S 1CB91CD1B0 9O1C891, Z15 
CM 12B DATA CB91CDA966B6BEE6BOAS8DC5C9D0ft 
4 A 9 ft i B5C A A SC AF ft ft 7 AOS AD 22 9ftl B5 COB* A 5C C 3 
BE 938 BBSS 693 BOSC E 6* A5C t , 509 
NP 121 DATA «SCE6*Aft8AD22 91F30E9079BFftlfl6 
987B981ft0ADeAB229BF3fte9069ftF6*9*16OA2ft 
0A4lS9ftSE3B9D003SE0E0Eft, 393 
Jtf 122 A AT A E BE 018 DO F2 6 H A 56 CO ABA A A EO A ftS 2 F 
EftO3ftBBBD30C9iADB09A9l69OSft3*CAflSDftE06 
OA9A3O5CBA92O06CC4C13Z4, IB* 
IN 12J DATA A 90 EOS CO A9 2*8 5C C A6BCBBB4 1B7B2 
E24a5CR0A3224a5CEA8ftO01CB91CRCOCO2*ftSF 
7ft*0 00 ftO ftO O 3E 3E IF 3 F A 2*0 , 2 4 
IV 124 RATA BA95B09OOft06SDBO3OE0E«lFft0F32 
ftfl824ZBAA2220D1232O4623A288BD6B2496ftaiB 
BO 4 2 4 95 64 E BE 88 40OF 1 A9 8* , 253 
PI 125 BAT A 8 5 BAAS B AO 58 C Z BBB 24 E 6 B A A 58 AC 9* 
4 DBF 1 A D* Aft 2 29 IF 6 95 50 5C 9 6 S 40 9*6ftft B3E3E2 
E4 OA 9 ftS A A9D 0 ft 3 E 9060 3 E 9ft t «lft 
MR- 126 DATA SB3F9Dft83FEOl*Fl60ft6OCftftl4ft61 
ft ft 4 Ml DO 00 ADS 70 B B 7 BO 22 9*1 DO 03 2*ft 1 24BD7 
08229020 803 2 0D024BO 7802 t 611 
VO 127 OA 1 fl Z9e4ft«*32ftC924ftO7Bft229R0O0t3S 
•F224B0B5B4C4Z4Fft*SD6D47«0BZ460O6B4C95 
2FO«6FBB4Zft*B246*B5BBC9 J 4B3 
VF 12* OAT A I4FftB2D6B*A0B5flBC9COF0*ZF6B06 
0A6BCDD14ftftlDO4O61ftD00fiftft24A5147B3B252 
96OF0R62OD1244C1A2S2BD0, 115 
GK 129 ftftfA Z4A6BCASC*ftAOA6 93ft38F5B*F*ft59 
OO42*FZ245ft4CE924ft*2B4ft6ftA6BCBftl0ft66BO 
E A 00 BOD 0C DO 1 06 AD 0*6C A t O , 910 
OW lift DATA 04DBF76005BOC9C0F0O4 36F4B0B89 
O08O64»FF99*8BftA91785ClADRAft2290F69069 
D 00 ftft AO 0 Aft 2 2 90F69 ftO 4 SO* f 5*ft 

10 131 DATA AO6«A6BCBD14*BftAZ4B084ftftZ9»BF 
01B24*0ftftlAA4A6BD65ft2q90A85CZ28E423ASC 

0 D 0 2 9 AS 1 7C 9*9F A 35 282A2 3 , 50 4 
HU 132 A AT A 8ftA6flCA9Afl8ft070ZO9ie900*O6A90 

BO SC 3B SftO Z9 BF 1 66 9ft 6 2 9*009 FC 980 BO 6 Bft Aft B 

G A 92 BSD 1 8*6 A9 B 1 981 4 O 6 2 ft , 9 30 
TT 1J3 DATA 0B744CZA23A6 L BCA9FF9D«4BGA9176 

SC 10 C 2 A 23 A6 BCD D 1 4*680 2fl 5ft 0 40 6F 0 1 8 20R0 2 

4 AS1429fllfr0*3DEa4ft6A0«ft t 164 
EO 1J4 DATA B6bO0AB5B03ftO34CE4242ftFZZ46ftA 

60 C BB 1 0 Oft F*2 3 A 9 B ft 60 ft 3 D 2 A DO AO 2 2 9 *F 680 Z D 

29OlZDOOElftO6ODlBftftDO0B, 9*8 
J* 135 DATA BBft2B28DO3ft2A9029ftl40«BD14*6C 

9ft2D0CEFE14O605C*A9 3ft65CC4C1324A6aC8DB 

8*6F8BBDEB885BD0OBftlR03 . 528 

136 RATA 4CE9244CFZ242A3£Z4A9AlftPlCft28 

S B8 A 90 80 5 BC Zfl 2 Z 2 3 2 B 3 425 2*75252 80 8 Z 5 2 O E 

025284 B26A5BCXOE5CF9006 , 413 
Btf 137 DATA 2OFB244CftEZ62«9B24A9tftftS40E6B 

CASBCC9ft*D0ftE8DlEDOA8iCO2ftBFBASCFD010A 

EFO26DDO3O2FO21GAftftF0Aft # 61O 
CO 130 DATA IF DOC 90 4 00*6 60 F 0 264 CC ft 2 6A Zfl 30 

Dl4B6C9O3D8O5CAlOF63ftOJ4C5D26R90OO5ftftft 

Bl3AO9ftft*RZE6Eft»OBOF620 l 5Of m 



PO 20 OEM LOAA ARB RUN ROUTINE FOR AlS* 

VERSION OF MOUSE P ART V 
PB 24 OPE* Hi, 4, *, "ft; MOUSE. OBJ" 
ON 2ft POKE B 5 ft , 7 e P ffk E SSZ.BsPrke BS3,32iP 

0KE 656,255 ; POKE 057,255 
TB 20 H=USA CAftRC--fchftQl.l«r-3 ,163 

~ttflZ32J a 
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Mark Hutchinson's 

RANDOM NOTES 



The telephone rang yesterday and the voice of the Lord 
and Master said, "Remember that article you were to 
write for the magazine next month? Well, I need it now, 
get going! '. It would seem that the last ATARI show aime at a 
very bad time for production of the magazine which, by the way. 
for me will always be PAGE 61 The short notice threw me into a 
panic about what to write so I looked over some past Issues for 
inspiration and found some interesting items. 

For instance, I have written in the past how ATARI give very little 
backing to their computers, especially the 8-bit and how a 
national user group would be beneficial and even better if they 
had their own show'. Lo and behold, the seeds seem to have 
been sown at the Alternative Micro Show in London and it may 
well grow when the next Alternative Micro Show is held In 
Stafford in November. All those people who complain about 
their lonely XL's, et al., have no excuse for not turning up - nol 
an ST in sight, let's just hope that there is enough to interest 
Atarians! The outstanding surprise ul the 8-bit show was just 
how much support is available for machines that stopped pro- 
duction years ago. They continue on regardless because their 
users are sensible and stick together. The ATARI 8-bits are alive 
and kicking but which will die out first the computer or the user? 

Computerhouse are importing software J ram America. ol 
what vintage I do not know, but again 1 have always 
advocated this in the magazine and elsewhere and I am 
glad to see it happen, 1 just hope that they import utilities as 
much as games. Maybe you think that it is not such a good idea 
to import old programs. Well, maybe some of the new' prog- 
rams are not so new. Remember not so long" ago ATARI bundled 
'Home Filing Manager' with their 8-bit computers? Could this be 
the very same program that was advertised in ANALOG maga- 
zine in issue 5 way back in September 19827 For those who 
remember ANALOG, do you remember that ik stood for ATARI 
Newsletter And Lots Of Games? 

I bet you think that the interactive video disk from Microde- 
al on the ST a couple of years back was an innovation and 
that only the ST could handle it Wrong! New Media 
Graphics Corp. had a system called DiskMdSter 5000 incorporat- 
ing a Pioneer VP- 1000 laser disk player, a Z80 controlled inter- 
face, 16K memory, a floppy drive, ATARI Basic and all necessary 
cabling and doLumenlulion for only J3000 - not a bad price for 
an add-on to the old 400 in November 1982! And you still think 
that there was no support for our S-bits? 

Whatever happened to the much vaunted ATARI CD-ROM? Will 
it come out of mothballs for the umpteenth time and be display- 
ed as a stand filler at the next show? Do they realise that heavy 
competition is now available? Hitachi Europe have introduced a 
re-writable, 5.25', optical disk drive with 644Mb (yes, Megabytes) 
of user memory with an access time of 75ms, a burst data 
transfer rate of 925K/S. The drive's formatter/controller provides 
a SCSI and a burst data of 1.5M/S. The only problem will be the 
price. 

How many of our readers remember APX? Years ago 
ATARI set up the ATARI Program Exchange where 
people like you and me could write software and send it 
into ATARI for vetting. If it was good enough, and at that time 
the standard was not too high, ATARI would market the prog- 
ram under the APX label. 1 have still seen some AFX items in the 



shops at one or two pounds instead of the twenty pounds they 
originally cost. Some are mediocre, some are good. You pays 
your money, etc. If some of the retailers would contact PAGE 6 
and let us know what items are available, what they plan for the 
future, how they cater for users etc., we would certainly like to 
publish a column about program availability ■ but not in the 
form of free advertising for the retailer, this is a two way Street! 

That is enough for now about America. What about early 
issues of PAGE 6? What could be resurrected from De- 
cember 1982, the first edition, that might still be relevant 
today? Strangely enough, nothing. Well, the magazine was only 
starting off and very little advertising was available. However, a 
listing from Stan Ockers, the wizard' of ATARI Basic program- 
ming was given and I can see no reason why it cannot be 
published again. 

As an aside, the Editor made this comment in the first issue. 
Type GRAPHICS '$ in direct mode and press RETURN Press the 
TAB key about 25 times and then press RETURN. Now try hitting 
various different keys Well, does it still work on the new 
machines? 

An interesting item from Issue 2 was the Vlctagraph Plot 
Window, an instrument to aid drawing in the GRAPHICS modes, 
now long gone, whilst Issue three gave us three cassette based 
programs from T&G Software and 'Up, Up And Away' from 
Pulsar. So where are they now? If you are the writer or you are 
holding the copyright of such programs, please contact us at the 
magazine right away, we might be able to make these programs 
available again, 

Whenever I have usked lor comments in this column I have 
received letters from various places around the world. Unfortun- 
ately all have asked totally different questions but it just goes to 
show the wide interests of ATARI users, however one point does 
crop up more often than others. Peter Boulter's letter is a typical 
example. He asks the question. "Will ATARI ever own up to the 
fact thot the 8-bit machines are more than just games 
machines?". NEVER! ATARI have still not learnt the lesson. They 
flaunted the power of the ST then shot themselves in the foot by 
setting up the summer games deal, how crazy can you get? lack 
Tramiel gave us promises about power, price, killing rumours 
dead and availability of products. When was the last time you 
heard of any of the Tramiels? 

I must apologise to the people who wrote in asking about the 
XF551 drive. At that time I did not know that the problems 
were due to lack of support from DOS, Come back Bill 
Wilkinson! Also to Paul Clark, Linda and some others who did 
not ask questions but would like some correspondence - I will get 
round to it soon. 

So, that is it for another issue. Please keep writing and 
don't forget, an SAE gets you a direct reply In 1982 users 
would normally have ended a letter by saying 'keep 
hacking'. This was when we programmed for fun and experime- 
ntation, now it means something a lot * ' iow times change. 
See you next time. Don't forget to write, your letter might be the 
one to give me the inspiration for the next column. 

The adddress Is 

1, I lolly mount, Erin vale, Finaghy, Belfast BT1Q OGI. 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES 



STAR 
WARS 



I n early 1987. Domark 
I announced they had sig- 
' ned on agreement with 
Atari Inc. (the coin-op com- 
pany) for the rights to publish 
home computer versions of 
the arcade smash hit STAR 
WARS, An 8-bit Atari game 
was promised by the end ot 
the year, but Christmas came 
and went without any further 
news from the company. 
Eventually, Domark admitted 
they'd had second thoughts 
arid it looked as though, once 
again, we were going to miss 
out on a major piece of soft- 
ware Then came the very 
welcome news that Zeppelin 
Games had finished work on 
their own Star Wars conversion 
for the Atari, and had passed 
it on to Domark for the mar- 
keting, And this is It! 

Although the game is sup- 
plied In the attractive "stan- 
dard' Domark packaging, you 
can basically forget the bulk 
of what Is printed on the inlay 
cord as it was produced be- 




THE FORCE COMES TO ATARI 




fore the Zeppelin game was 
anticipated. The blurb con- 
tains references to 'stirring 
music' and speech synthesis - 
neither of which apply in this 
case - and loading instruc- 
tions, in four languages, are 
given for five different 
mac hme formats - but not the 
8-bit Atari! Fortunately, the 
tocx of relevant info isn't too 



much of a disadvantage as 
author Ian Copeland has in- 
cluded adequate playing 
hints within the gome itself. It's 
just a pity they seem to dis- 
appear from view befofe you 
get a chance to read them! 
Incidentally, music on the title 
page is quite good, but hardly 
stirring! 

Star Wars is, of course, a shoot 
'em up featuring vector 
graphics and a variety of bat- 
tle sequences. Your aim, as 
Luke Skywaiker, is to defeat 
Darth Voder's Empire by des- 
troying the very Death Star he 
commands. Your view is from 
the cockpit of an X-WIng fight- 
er, looking out across a star 
scattered blankness - not un- 
like the scene in Star Raiders. 
At either side of the 
, screen there are two 
laser cannons and in 
the centre, a small 
cursor which is used 
to line up enemy 
craft before annihi- 
lating them with laser 
fire. In the first sequ- 
ence, Luke is 
approaching the 
Death Star and must 
avoid the welcoming 
party of Tie Fighters 
to survive, Oncoming fireballs 
must be eliminated, otherwfse 
they'll reduce the strength of 
the X-Wing's shielding. The ship 
con only take eight hits before 
it explodes, and the game 
ends. 

After reaching the surface of 
the Death Star, you're con- 
fronted by o series of defen- 
sive towers, and must shoot 



down the turrets for additional 
points. As before, fireballs are 
the major cause for concern. 
Finally, you dive info a deep 
trench m search of the ulti- 
mate target - the exhaust 
port. Blasting the port will des- 
troy the Death star, but before 
you can reach it there's a mul- 
titude of stretch barriers and 
missile emplacements to 



cross your path and then ex- 
plode into a spiral of pieces as 
you blast them from the sky. 
Sound, I'm afraid, is not really 
up to the standard I'd expect 
from Zeppelin, and the ending 
- a large 'Game Over' written 
across the display., although 
sometimes unrecognisable 
due to other drawings on the 
screen - is another invitation 



Reviewed by Paul Rixon 



negotiate. Not only must you 
fire at the Installations but also 
steer the ship around the ob- 
stacles. There ore many levels 
to be explored and the initial 
ones don't include all of the 
stages mentioned above. 
That's a good job, as you 
need to be quite expert be- 
fore tackling many of the later 
scenes From the title page 
you can choose to begin on 
wave one, three or five - cor- 
responding to easy, medium 
or hard difficulty levels. 
On the face of it, Star Wars is 
- and always has been - an 
essentially simple concept. Its 
strength lies in the fast paced, 
action packed nature of 
gameplay. Zeppelin have 
made a good job of the 
graphics, as you can see from 
the screen shots. The trench 
scenes in particular are very 
nicely done, and the Tie Flght- 
eis well animated as they 
opproach from the distance, 



for criticism. 

Strangely, Zeppelin's game 
isn't the first Star Wars to 
appear on the Atari. A similar 
conversion was published on 
ROM cartridge by Parker 
Brothers{?) many years ago, 
although I've o feeling it be- 
longs to that category of 
games that 'they never re- 
leased' in the UK. But. second 
time around It's a wholly British 
creation from a company 
who have shown how games 
can and should be produced 
on the Atari. If only the others 
would follow! This Is definitely 
not a game to be missed. 



Title: STAR WARS 
Publisher; Domark 
Price: £12.99 on disk 

£9 99 on cassette 

Players 1 
Control: Joystick 
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A NEW LIFE IN THE STARS 



Here's yet another shoot 'em 
up from a company who 
have brought us great games 
such as Red Max and Grand 
Prix Simulator. Programmed by 
Maureen Copeland, TRANS- 
MUTER is a horizontally scrolling 
'Nemesis' done with plenty of 
action to keep those dedi- 
cated alien zappers 
occupied I 

The story is set far into the 
future, at a time when the sun 
has decayed into an unsus- 
talnlng giant. Man has adap- 
ted by burrowing deeper and 
deeper Into the Earth's sur- 
face, usng rhe heal from its 
core to survive and construct- 
ing multiple layers of deadly 



Title: TRANSPUTER 
Publisher: Codemasters 
Price: £2.99 on cassette 
Players; 1 
Control; Joystick 

Reviewed by Foul Rixon 



machinery to guard his re 
treat. Finally, the last few de- 
scendants have assembled a 
space craft and deserted the 
dying planet for a new life in 
the stars - the end of the 
story? Not Quite! Unfortunately, 
the machines left behind in 
the abandoned tunnels have 
been known to trap commu- 
ters on their travels through 
the galaxy As a service to 
space-kind, you've (been) 
volunteered to return to the 
Earth and eradicate these 
dangerous devices, 
your transport for "he mission 
is described as a Total Aggres- 
sion Fighting Machine. Not 
your every-aay Renault 5! this 
beast runs on a Nucleonic 
Transmufer ■ a gadget for con- 
verting raw energy into various 
pre-programmed objects. 
Energy is created when mole 
cular breakdown occurs or, in 
other words, when you blast 
something! What this means in 
layman's terms is that if you 



score enough hits, 
you can pick up 
added goodies for 
your ship such as 
laser fire, extra 
speed and a boost 
to your fire power. Once you 
have all the extras, the gome 
becomes much easier to 
complete, but you must be 
careful to avoid all adversaries 
as you can't retain these abili- 
ties from one life to the next. 
Visual delights include a large 
score panel in the lower 
screen portion with an inven- 
tory of accumuiated add-ons, 
with above, a variety of scroll- 
ing landscapes and animated 
nasties forming the basis for 
the game itself. After the imlial 
shoot 'em up stage \ here's a 
bonus round where you are 
attacked by waves of spheric- 
al objects, If you've managed 
to obtain double fire power 
these will pose no problem, 
but no amount of weaponry 
will aid in the following sequ- 
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ence where you have to 
negotiate a jagged vector 
graphics section of passage- 
ways. Scrolling is rather slow 
and this becomes a bit frus- 
trating if you lose a life - but is 
a good incentive not 'o do so 
very often! 

Transmuter Is a perfectly play- 
able game but with such a 
huge amount of almost iden- 
tical software on the market. I 
can't help feeling a little unim- 
pressed by the familiarity of ii 
all Not to worry, as Codemas- 
ters apparently have some 
new ones lined up for the 
coming months, and if these 
are up to the standards set by 
previous releases then they're 
certainly going to be worth 
looking out for. Watch this 
space! 




KEEP IT SIMPLE .. MAKE IT GOOD 



In the beginning, there was 
Pong. Then there was Atari - 
and now there's VIDEO CLAS- 
SICS, an attempt by Firebird to 
re-create the excitement of 
that very first arcade game. 
The company are offering no 
fewer than six different chal- 
lenges - Tennis, Football, 
Squash. Solo Squash, Four-bat 
Blip and Asterbliperoids - in a 
single package. The games 
are selected from a cleverly 
animated options menu, so 
you only have to suffer the 
loading sequence once per 
session and you can return to 
it at any time using Reset. The 
computer is a fair opponent, 
being neither too easy nor im- 
possible to defeat. A two play- 
er option is also provided. 



Tennis needs little 
explanation - it's a 
case of two moving 
bats, a ball and a 
scrolling back- 
ground in various 
shades of green 
ten ooirtg and the next serve 
are awarded to a player 
when his opponent misses a 
return shot - that's about all 
there is to it! Football is reason- 
ably simitar to Tennis (believe it 
or not!) except that each 
player manipulates two bats, 
one for moving across half of 
the screen as before, and the 
other travelling vertically over 
an open goal- mouth. 
Squash, as you might expect, 
involves both players at the 
same end of the arena. This 
time you can move just about 
anywhere within the screen 
boundaries but quick reac- 
tions and precise judgement 
are essential if you venture too 
near to the back wall, Solo 
Squash is a bit mysterious - It 



appears that points are ear- 
ned when you MISS the ball 
and it bounces out of play. If 
you miss frequently enough, 
you even get an opportunity 
to record your achievement in 
the highscore table! I'm quite 
an expert at this onell 
The remaining two games are 
slightly more original. In Four- 
bat Blip each player controls 
one bat on a vertical edge of 
the screen and a second on a 
horizontal. There ore no walls 
at all on this occasion, so both 
players need good hand-to- 
eye co-ordination in order to 
keep the ball in play. Finally, 
Asterbliperoids is an interesting, 
variation on the Tennis theme. 
The green backdrop is re- 
placed by a scrolling stars- 
cape with chunks of cosmic 
debris strewn across the play- 
field. Consequently, the ball 
can rebound towards you 
when you least expect it. mak- 
ing successful play as much a 
case of luck as of skill. 



Sound throughout consists en- 
tirely of a musical masterpiece 
which is similar in style to the 
popular Rob Hubbard com- 
positions found in software 
such as Warhawk and Jet Set 
Willy. Even ignoring the great 
music. I have to admit that this 
is one of the few games that 
has got me completely 
hooked! - okay, it's INCRED- 
IBLY simple in design but 
tremendously oddictive and 
thus a giveaway at the asking 
price. Once you have Video 
Classics you may not need 
another game for some time 
and you might well find your- 
self addicted to one of the 
simplest games to have been 
released in recent years' 



Title: VIDEO CLASSICS 
Publisher Sllverbird 
Price: £1,99 on cassette 
Players: 1/2 
Control: Joystick 

Reviewed by Paul Blxon 
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RETURN OF A CLASSIC 



Atlantis are making no secret 
of the fact that ENCOUNTER 
isn't a new game but a re- 
reiease of the Paul Woakes 
classic that launched 
Novogen - who have since 
turned their attentions over to 
the ST - to fame and fortune. 
Long term PAGE 6 readers 
may remember a review by 
the Editor which appeared in 
issue ten, over five years ago 1 
Ervcounter owes much to an 
old Atari arcade hit called 
Battiezone, in which the player 
took control of the lost remain- 
ing combat tank on Earth. 
There are no tanks in Encoun- 
ter, but the underlying princi- 
ple - and associated enjoy- 



Tifle: ENCOUNTER 
Publisher ANanris Software 
Price £2.99 
Players: 1 
Control: Joystick 

Reviewed by Raul Nixon 



ment • remains the same. 

From the forward command 
window of o small probe vehi- 
cle, you observe a vast green 
plain littered with mysterious 
cylindrical obelisks. Nudge for- 
ward on the joystick and you 
move into the landscape, the 
cylinders growing in size until 
you eventually pass or hit 
them Swivel sideways and the 
whole display scrolls accord- 
ingly. Shift Info reverse and the 
cylinders shrink into the dis- 
tance while new ones appear 
from behind until suddenly, a 
huge thud - as you back into 
on unseen obstacle. Under- 
neath the window you'll find a 
large, easy-to-read instrument 
panel, with a radar screen 
and three coloured warning 
lights. A small white dot 
appears on the radar and the 
yellow light alerts you of im- 
pending danger. The dot al- 
ters position as you head to- 
wards a brightly coloured 
alien saucer, line it up in your 



sgMs era blast il 
into a spectacular 
shower of pieces. 
One down, ten 
more to go! 
This time, you see a 
blue ight. As you head to- 
wards the enemy you're 
attacked by a stream of 
spherical missiles. You dive be- 
hind a cylinder and the mis- 
siles are deflected Into the dis- 
tance. Several alien encoun- 
ters loter, your senses are 
awakened by a flashing red 
indicator and low droning 
noise as an enemy homing 
missile locks onto your position. 
You slam the probe Into re- 
verse in a desperate attempt 
to gain vital seconds. There's 
no escaping this one. you 
must hit the missile before it 
gets you! With a feeling of 
some relief, the last alien croft 
Is disabled and a strange 
block void appears in the 
vicinity. After locating and en- 
tering the void, you're prop- 




elled at incredible speed 
through a hail of oncoming 
meteorites. Somehow, you 
manage to avoid them. A 
new level begins - new scen- 
ery, new aliens ... 
The main talking point of En- 
counter was, and still is. the 
amazing three dimensional 
visual display. However, there 
is much, much more to the 
game than the super graphics 
- every aspect has been pro- 
fessionally created by o man 
who has Atari programming 
down to a fine art. Encounter 
was previously marketed at 
£9.95, but now that Atlantis 
have cut this by two thirds 
there can be no excuse for 
not obtaining this remarkable 
piece of British software. You 
certainly won't regret it. 




A SUPERB SHOOTING SCROLLER 



British Telecom don't receive a 
lot of praise for their activities 
in the comm's field but r when 
It comes to producing compu- 
ter software, no one can deny 
that the BT label con usually 
be regarded as a sure 
guarantee that something 
worth having lies within the 
plastic box. THE EXTIRPATOR, 
one of the more recent 
gomes to join the Sllverbird 
collection. Is certainly no ex- 
ception to this rule. In fact, it's 
one of the best scrolling shoot 
"em ups currently on the 
market! 

The plot Is fairly typical for a 
gome of this nature - as fear- 
less commander of the elite 
Eogie X-Roy fighter squadron, 
your dangerous mission is to 



liberate a planet 
from the evil clutches 
of the occupying 
Llax IV" forces. To 
accomplish the task, 
you must battle 
through a series of 
heavily guarded sectors, 
avoiding or. preferably, elimi- 
nating the hoards of alien 
attack craft as you go. At the 
end of every sector lies a 
huge, defensive barrier. I his 
must be destroyed before ac- 
cess to any subsequent screen 
can be gained. 
There are three sectors to a 
ovel, each featuring a diffe 
rent variety of nosties, from 
tiny arrows to huge monstrosi- 
ties blocking the entire pas- 
sage! Some of them weave 
across your path in search of 
a collision, others fire missiles 
directly at your ship. It's impor- 
tant to avoid any contact with 
the enemy as very few hits are 
permitted before your craft 
explodes info a glittering foun- 



tain of particles. Although 
eight ships are avollable in re- 
serve, this allocation is by no 
means an over-estimate - 
you'll probably need every 
one of them! 

The Extirpator clearly won't 
score any points for originality 
but its overriding strength lies 
undoubtedly in the graphics 
department. The author has 
used many of the Atari's uni- 
que abilities to create a su- 
perb backdrop to accom- 
pany the fast-paced action. 
Background scenery varies 
considerably ihroughoi_r the 
many stages and an interest- 
ing effect of depth is provided 
by four different speeds of 
smooth, horizontal scrolling. 
Above the main playfield 
there's a large, colourful status 
panel giving details of your 
score, power level and num- 
ber of remaining lives. Much 
attention to detail has 
obviously been paid through- 
out. Introductory music - which 



doesn't continue throughout 
the game itself - is another 
plus point. The jazzy, foot tap- 
ping tune must surely rank 
amongst the very best avail- 
able on the Atari, so even if 
you tire of the game itself you 
will still gain much pleasure 
from the title screen alone! 
Some budget games seem to 
be thrown together with a 
minimal amount of effort, but 
the Sllverbird label has risen to 
a class above oil opposition 
with consistently high stan- 
dards maintained throughout 
the range. The Extirpator is one 
of the finest m the bunch and 
anyone addicted to shoot 
'em ups should get themselves 
a copy without delay. 



Title: THE EXTIRPATOR 
Publisher; Silverbird 
Price: £2.99 
Players: l 
Control: Joystick 

ffevtewed by Paul Rixon 
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CONTACT 



FOR SALE 



NINTENDO SYSTEM: FuU system with 
gun. Robot and 3 flames. £160 on □ 
Cameron MacMWan. Holybfooke Hall, Mma- 
canogue, Co.WicklOW. Ireland. 

PULSAR MOUSE PROGRAMS; Esculent 
art prog Modelled for mouse. HolybroOkO 
Hall. K.lmacanogue Co Wicklow. Ireland. 

SPEECH SVNTHESISER: Maplin Wordmak- 
er tusas digitised words for a better ajualfly 
speech output). £29 XC12 dala recorder. 
£l&. Logic Probe lor hardware raulMinding. 
C6 Tel 0502-566026. 

XE SYSTEM: 130XE t 1060 D 'Drive, filled 
with U S Doubter joystick. Dos 2.5. 3, 4, 
Turbo DOS Mini Office II, Alari Writer plus. 
Spell Ma. Alpha Mi'code on disk. Doublex 
software, games on disk, 50 blanks, maga 
zines, Mapping The Ar,an, Computers 3rd 
Book o1 Alari. Advanced Programming lech- 
niQues. M/code For Absolute Beginners, 
Pokey Player. Graphix inleriace. E200 o.n.O. 
Phone Duncan on Lmlilhgo* (O-5061-84KMO. 

XL SYSTEM; BOOXL. XCl2cassede reco- 
der. joy slick. E150 wodh of games. Sell tar 
£125. o.n.o. Paul Talbot 13 Riverside Drive, 
Clonshaugh. Dublin 17. Ireland or Tat. 
353-1-470396 attar 5pm 

1019 PRINTER: Complete with Alan Writer 
Plus and Home Filing Manager disks Can 
deliver within 30 mile radius ol Derby EB0 
on c Ring Derby <Q332)-$G6001 . 

BOOK: Mapping The Alari irevised edition), 
£5 Phon* <0507)-60S244. 

fiOOKL UPGRADE: Unused RamboXL 256K 
upgrade kit including eight RAM Chips total 
value over £50. yours lor £25 including pc-' 
age. S.Beauchamp 1 Gosden Close. Fur- 
nace Green, Crawley. West Susse*. RH10 
&SE. 

XL SYSTEM: 600XL. 1050 di&k drive. 1025 
printer. Philips monitor, new while computer 
desk All bo*ed. with Mini-Olfice II. iQ Print 
Alan Writer Plus. Tnvial Pursuit and games 
All 1c* only £210. No spirts. Phone 
0-1 -517-6396. 

COLOUR MONITOR: Big Screen 64cm 
same resolution as 8B33 plus sound. RGB 
Analog or TTL. Steel cabinet pro model, 
£75. Circuit diagrams supplied Tel 
051 -427-1 973, daytime. 

XE SYSTEM: "SOKE. 810 Dish Drive. B50 
interface Star printer iall cables). Joystick, 
trackball, touch tablet, toads Of disks, Da Fe 
Atari. Technical Reference Manual $00 &. 
laps drive Otters to Jon on Cambridge 
(0£23 r -842&4a alter 6pm. 

XL SYSTEM: BOQXL with 1050 dh&k drive 
software including Mini Orlica H. joystick, 
books including Mapping the Alari. Assemb 
ler Editor carlndge. all excellent conditran. 
£100 bO^ed and posl free. Phone Maylietd 
(Sussex} 0435-573234 after 6pm. 

XL SYSTEM: fiDOXL computer 610 disk 
dme. XCn cassette. 1010 recorder. 2(oys- 
cicks, 100's ol games, utrtrhes. etc. on disk 
and cassette, books <some American i 
mage. Pilot Prog. Lang and manuals. Ger- 
man Conversational and some ROMs Cost 
over £500, sell 1or E3O0 o.n.o. Tel. 
0344-56614. 

XL SYSTEM: 0O0XL, 2 disk drives. H1 0 & 
XF551. XC12 cassette deck. Aianlouch tab- 
let wilh software, numerous software IHlSS 
|5ome on disk) including Mini Gftice II. Tech 
nicclour Dreams and Time S Magik Offers 
ovar £200 Tel. Portland (030S)-620993 

XE SYSTEM: 1 30XE. 1050 r>sk drive, dala- 
corder, over- 1 00 disks tilled wirh uHWies, 
games, etc . including Fiighl Simulator ||. 
many books (.i'CiH ntter a1 £200. Phone 
Pe1a on FrintOn-on-See 673721. 



PRINTER: 'C27 rjomolele wlh lull instruc- 
Hons, transformer and connecting leads. 
boscerJ. Also various items o1 software on 
disk, ROM and cas&ede Salt as a package, 
no sensrole offer relused Tel David on 
0760-56117 after 6pm. 

XL SYSTEM: BOOXL. 1050 risk drive moun- 
ted in attractive melal plinth. 1010da1acor- 
der. Touch Tablel 4 Atan Artist, assenttler 
editor cartridge, many games and mags. 
Very, very good condition Sell tor £1 DO. 
Ring 0375-672935 

PRINTER; 1029, excellentconcMion.com- 
plele vmh dust cover, leads and instruction 
manual, £75 Phone Blackpool 
(0253J-B91619. evenings please 

XE SYSTEM: 130XE computer, dalacorder 
loyslick, 1050 disk drive, games. £150 D.n.o 
longton (0772)-6158B7 after 4pm. 

XL SYSTEM: BOOXL with 40 games. 2 pys- 
licks. E&O or swap for Commodore C&4. 
Conlacl 021 -351 -4369. attar 6pm 

XL SYSTEM: 600XL, 1050 disk drive. 1010 
recorder. 170 disk games including Summer 
Games and Beach Head II, 15 cartridges. 

■ .!• -Hies i^any full price games, Arka- 
ncd. U S. Gold's, elc j also 1 3 diiks o' 
P D.Sortware. 100-cap disk box, Trans*sk 
utility (tape-EO-Di$k% paddles. QuickshOt 2 
turbo. Cheelah 125-t. Atari joystick (and 
Quickshol 2 lhal needs repairing). All cables, 
me . 25 mags and 8 books, lens o1 manuals. 
Will Split- Phone Stephen on Hertford 
550591 



EDITOR: Atan cartridge wilh 
manual, also Monkey Wrench II cartridge 
with manual. Both lor the aOOXL; 1 30XE . £15 
|he two Phone 1 04431 -438 169 

XL SYSTEM: 8O0XL. 1050 <*sk drive, cas 
sefte recorder with many disks and 1apes 
two joysticks, many i&sues o1 Alari User and 
manuals. Ideal Icrf beginner. Tel. Flint 61 850 
after 4pm . 

XL SYSTEM: BOQXL. 1 050 disk drive, 1029 
printer 1 01 0 cassette recorder Touch Tab 
let. all in original bones w»lh cables and 
manual, eta. Also Companion Pro joystick. 
Atan User and binders (from Issue 1 J and 
Page 6 (from issue l9|. Many games and 
ulihtjes on both cassette and disk. Home- 
buiH speech synthesiser (Atari User July 
1 967) thrown in. £300 on 0 Phone Danny 
on <0235) Sl2firja after 4pm. 

XL SYSTEM: 0OOXL. 1050 disk drive, 1027 
LQ Prioter. WP package, joystick, manuals, 
varwus books and magazines and E2O0 
wot* or games and utilities, all in exceieni 
condition. E250 o n o Tel. 0 1 -806-0075 
7pm or weekends 

XL SYSTEM" BiXi'XL with 1O10 casselte re 
corder. 1050 disk drive. TouCb Tablet wrth 
Alan Artist, 1020 prmter.'plotler. alse Basic 
X L ROM Cartridge and selection o1 books 
and magazines. £200 D.n.o. Contact Mic* on 
0692-570133 evenings only. 

ATARI USER: Set of all issues !1"'51 to lasli. 
mint conditiur- Any fitters' 7 Mini Office II disc 
wi|h manual. £9.90. one pair ol paddles and 
Super Breakout cartridge Any offers? Write 
to: P.O.Bo* $556. GR-1 0010 Athens. 
Greece. 

XL SYSTEM: BOOXL, 1010 cassefle rycor 
de r , loyslick. nianyals-'books plus 100'S 
pounds of schwas on cassetle-ROM. E«cel- 
lant condition, only £70. Wnte 1o Mike at 15 
Ambassador Gardens. A/mtnorpe. Doncas- 
ter. DN3 3JW. 

16- BIT BARGAINS: Star LC-10 multrtonl 
primer with ST cable. First Word and 2 
ribbons. £145. SF354 hall-meg rjisk drrve. 
C29. Timeworks DTP <v1 .12), £40 Data 
Manager Professional (v1 .1 A), £20. SwIM- 
CalC (V2 0), £17 OSS Personal Pascal 
(V2.02). £20. Mmodeal ROM port clock car- 
tridge. E1 7 Phone (0524)415294. any lime 



TRIPLER BOARD: Tnpler board, allows 3 
operating syslems on 130XE.£20 Mapping 
The Atari Revised edrnonl. £8. De Re Atari, 
£8. Tel. 0263-22 1 00 1 . aak lor Male 

XL SYSTEM: 800XL as new. cassette, all 
leads, boxed, anginal inslruchon books plus 
software Parted order, all ready ta run. £40 
Write to 15. HigfiviewCre&cem. Hutton. 
Brentwood. Esse* CM 13 1BJ. Phone 
0277-21 1710. NO Otters please. 

XL SYSTEM; BOOXL, 1050 disk drive. 1010 
dalacorder, joystick, paddles, loads o1 SOlt- 
ware. including word processor, database, 
music, graphics and games. »ead& and 
manuals. All ror £130 D.n.o. Tel. 
01-777-2573 

XL SYSTEM; BO0XL with datacordyr. 1020 
pnnter.'plotlei with spare rolls of paper, also 
pens, py stick and 101s ol games. £1 25. Ring 
Donnis on 05435-5096 

XEi'XL SYSTEM: 130XE * 80OXL compu- 
ters. XC11 tape recorder. 1050 CkSC drive 
(needs attention), over £200 worth of disks 
and utilities. E200 worth of 1apes, various 
books, appro* 30 Alan User mags and 2 
joysticks, all Id* E250 Ho splils. Buyer cot- 
locts Phone: Mr Parioor. on Rognor Regis 
B29672 after 5pm 

XE SYSTEM: 130XE. XC12lape recorder, 
loyslick and games Dust covers, many 
books and magazines C125 Alsocompuler 
desk, £25. Tel. GuikJford 64653. 

XE SYSTEM: 130XE WUhdUSl cover, 1050 
disk drwe with read.-wnle SwdCh. XCl 2 re- 
corder, all well looked after and in original 
boxes. Two CfokJtshot joysticks. £1 50 worth 
C-1 games on cassette and disk (Hardball. 
Jmrner, elc ) blank disks, a" manuals. Atan 
User (from July I9B6-End|. £300 1he lol! Tel: 
|08$5)-34O7O4 Buyer collecls. Osford area 

XE'XL SYSTEM: 65XE with XCl 2 recorder 
plus software (worth £50) £70 flOOXL alone 
for £30. enhanced density 1050 disk drive, 
£65 Phone Neil on Deal 1 0304 :• 372969 

XE SYSTEM: 130XE with Computerhouse 
Controller Card. 1050 drive. XC It cassette. 
ICO printer connection. MIDI, mouse, track- 
ball 2|0ysticks books, mags manuals, 
v.g.c. and with £550 worth 0-1 software. Call 
now!' Tel 0305-773148. 

530 STFM: With hall meg drive, mouse, 
mouse ma1. vg.c and Tully bOaed. plus qual- 
ity software {originals), and loads ot disks 
and disk boxes. Ideal tor beginners or up- 
grading Only £230. Phone Colin on 
(Thornel 0405 812965. 

XL SYSTEM: 600X1. wilh 1050 disk drive, 
two joysticks, two games (GhoslbustOrs 6 
Dropzona), used tvnce, £95. Phone 
<0322)-6779B ask lor Danny iSwanley. 
Kent). 

ANTICS ANALOG: Computer magazines and 
books. Ring Steve on 0602 64 7330- 

PAINTER: '023 including manual worrj pro- 
cessor and teads. Good condition. £100 
o.n.o. Phone Paut on 0993-850713 

XL SYSTEM: 800XL. 1050 disk drrve, over 
100 cassetle.-disk games also 60 -< computer 
maps. A bargain at £180. Tel. 070Z-5«924. 

XL SYSTEM; BOOXL OS Controller Card. 
Yorkie 256K memory expansion. 1050 drive. 
U S Doubler. Spartados 3, 850 interface, 
books, magazines, elc.. £300. Also Juki 
5510 printer, no head. £*0- Tel. 0506-55992 
after 7pm. (Central Scotland) 

PRINTER STAND: Perspex. B0 COl. lex- 
Micro Media catalog # £17.90). £1 0 + post- 
age 3 Monitor magazine bmders (unused) 
with gold blocked logo on spine. £6 each + 
postage. Phone John on 0229-716363 

(Oirflbriaj Sam-apm 



PRINTER; 1029 complete with manual. £80 
Also B22 thermal printer, £40 WS2000 
m extern w ih Datan interlace. £100. Tel. 
096-277 3350 I Dave. Hantst. 



WANTED 



1010 CASSETTE DECK: Also 80OXL user 
inslruclions Tel 01-422-0728. Evenings 

MAC &5: Wi|h manual Please erther write to 
Richard CaiW. 73 Grasetl Pk, S1 Saviour. 
Jersey. Channel Islands, or Tel. 0534- 
23399. 

OMNIHES EMULATOR; II any reader i 
usir^ this colour/mono uWHy on 520ST, or 
has copies Of any magazirnj ri>views or 
Ot»*nires 10i sale 1hen please conlad John 
Rowlands. 26 neepcait; Aver ju Monde 
Merseyside L20 4NR or Tel 051 903 -$756. 

SWAP: Sega Arcade syslem, Hang On. 
Wonder Boy 1 Meg carlndge wnth joy pads 
tor Alan compatible printer ir good working 
order. Also wanled 1050 wilh Happy or 
Laser or IS Plale, good pnee pa*d Swap 
Alari Writer. Atari Basic and Atari Assembler 
cartridges 1or Atan Artist and Touch laWei 
(Of £30 D.n.o.). J.M. Donald IS BirkenSKle. 
Goreijndne Mdlolf-.iar.. Borland EH23 4JA 

DISK DRIVE: a-bd preferably a dead one. 
Musi be Cheap. Write to David Hoare, Fla1 
5. 50 Si James Road, Leicesier L£? lHO. 

1O50 OtSK DRIVE; Also disks Phone 
031-472-6883. after 4pm and ask for 
Sieven 

GRAPHMASTER 4: (JlHity loc copying 
graphic screens Mainly sold in France 
Please advise me ol avaiiatjiidy G Robert. 
26 Fontaine Michaux. B-1400 Niveiies. 
Belgium. 

PRINTER ORIVEH: Foe Star LDlO primer 
used in coniunction wUh Publishing Partner 
Ver 3 on Ihe ST. Phone <0443)-43»l69. 



PAGE 6: issues 1-ld please 
on 05435-509* 



fJennis 



XC1 1.XC12 CASSETTE: Complete and 
working Would consider cheap 1010. Phone 
John on 0259-716363 (Cumbria) aam-8pm 

PRINTER. PLOTTER; Alan 1020 myOOd 
conddion. preferably with spare paper and 
pens. Tel. Mr A.Wetter&on on Clwyd 10244) 
550717. 

DISK DRIVE: 1050 or XF551 . must be m 
good condilion Phone Aridy on 
01-993 5793 

PARE PC l IP MANUAL: Required ror word 
processor Phone 023- 1 3-61 B3 anytime 



PEN PALS/HELP \ 



TECHNICAL HELP: Come on all you e»- 
RAF Bomber Command types, help a 
67-year Old e*-bomb aimer, now on a pen- 
sion and m poor health, lo son oul r nS 
800XL problems' What I need is a circuit 
diagram, Weralure and interface lead to con 
ned my machine 10 my Cenlronic 737 prin- 
ter write to: Ex-F'Sgt Beniamm Evans 
(641391 1, 64 E Iliads Drive. Yeovri, Somersel. 
BA21 3NP. Tet. 1 0935 1 -22694 

800XL PENPALS: l have a 1050 disk drive. 
1010 tape unit and would like to contact a 
penpal. I am aged 12. Michael Atkinson. 15 
Walkins Drrve. Fresiwich. Manchester. M25 
BDfi 

GREEK PEMPAL; 1 30*E penpals. H you 
want to swap ideas, hmts and lips, write to 
Takis Pournaras. Kapodisteiou 59. 152 37 
Frtothei. Athens. Greece. 



More CONTACT on page 50 
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SUPPORTING YOUR ATARI 



UPGRADED TO ST? 

Don't throw your old files away use 

TARITALK 

The most effective way of transferri 119 files from your Atari 
a bit system to your ST without the need tor a cosily 
interface. TARITALK comes complete with Interface cable 
and software to transfer text files, database information, 
pictures, music files and more to your ST 

TARITALK It just £19.95 
and is available exclusively from PAGE 6 
- use the order form or telephone us for credit card orders 



let your young ones enjoy teaming with your XL/XE 



SPELL 
ME 




4 delightful program to teach tour to five year olds the alphabet 
plus word construction and word and picture association Guide 
them with those first steps whilst also teaching how to enjoy the 
Atari as a creative tool. SPELL ME has been written by Q qualified 
teacher and has been enjoyed by hundreds of Atari owning 
youngsters. Why not fet your children enjoy it to? 

SPELL ME is available on cassette at £4.95 or disk at £6.96 exclusively 
from PAGE 6. Use the order form or telephone for credit card orders 




NOW AVAILABLE 

CLIP ART 2 



for use with Fleet Street, Time works, Easy-draw, 
1st Word Plus, in fact any ST desk top publishing 
or layout program 

Hundreds MORE images on four 
disks in compressed format with 
full instructions on conversion 
to use in the most popular prog- 
rams on the any ST computer 

All images are in the public domain 
and may be freely used - many are 
ported over from the MACINTOSH - 
subjects include general, animals cartoon; 
borders, headers, classic art, whimsy, holiday, 
symbols and much more - give your work real class! 

FOUR DISK collection just £10! 

CLIP ART COLLECTION V still available at £10 
Ask for CLIP ART COLLECTION 1 or 2 available only from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Pay by cheque 'postal order, Access or Visa 
Telephone orders welcome on 0785 213928 

Many other general public domain disks are available from 
the PAGE 6 ST LIBRARY, please ash for a copy c-l our catalog 




PAGE 6 OFFERS 

See this page and inside Iront cover for details 

FOR YOUR XL/XE 



UNDER STARTERS ORDERS 
Cassette 

Disk {Issue 37 disk] 


£2r95 


B 


TURBO BASIC {Disk) 


£3.95 


□ 


SPELL ME 

Cassette 

Dish 


E4,95 
£6.95 


nn 
UU 


MINI OFFICE II 


£14.95 


□ 


ISSUE 39 DISK 

(with PROFESSIONAL GOLF) 


£2.95 


□ 


LANCELOT 

Cassette 
Disk 


£9-95 
£9.95 


nn 
1 1 j 


TIME & MAGIK 

Cassette 
Disk 


E9.95 
£9.95 


B 



FOR YOUR ST 



THE JADE STONE 


£935 


Zl 


DOMES OF SHA TRI-PAK 


£9.95 




TAR1-TALK 


£19.95 




CLIP ART COLLECTION 1 


emoo 




CLIP ART COLLECTION 2 


E10.00 





Postage included in U.K. Europe 
Elsewhere in the World add 



add £1 per order. 
£2 per order. 



Name 
Address 



J Cheque Postal Order enclosed tor £ 
J I wish to pay by Access Mastercard Eur oca rd Visa 
Card No. □□□□ \JJJJ □□□□ □□□□ 



Please debil my credit card above with E 



t date: 

□□ 



3 n 3 1 LI TE ■ hii ■ 1 ■ kH ■ ■! ■ b ■■■■■■ Ml 1*1*1 II IIIIIIIIIIIIHIHI IBHBHI IP! 

Send your order to 
PAGE 6 PUBLISHING 
P.O. BOX, 54 5 STAFFORD, ST16 1DR 

Pl€«$e allow up la 28 days for delivery 
Please feel free to phttopy this town ar writ your order I you do not wand 1o cut the magir ns 



UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 



A great racing game for all the family 
now available on boot tape 

* Computer betting for 1 - 4 players 

* Full colour an imated race graphics 

* Save game facility 

* 7 races per meeting 

* Name you own horses 
1 Photo finish and more 




Do you realty want fun software on cossehe? 



You II be jumping out Of your seat with excitement! 

See PAGE 6 Magazine Issue 37 page 29 tor further details of ihis sutler program. Tape 
version has all Ihe facilities and fun gt the disk version excepl itiat Ihe number of 
horse daladages is limited AVAILABLE EXCLUSIVELY FROM PAGE 6 
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PEN PALS HELP 



ST PENPALS: WrilB In Floy TadflB, 9. AtftS* 
Close. Cippefiham, Burntiam. Berkshire. 
SL2 3tH. 

XL PENPALS: Write 10 L.Scotland. 73 Lang- 
law Road, Mayiield, Daik B ilh, Midlothian. 
SAT or ptvne 031-6*03922. 

CANADA: User wishes to comacE other ST 
users to 1rade linls and tips. Please wrile Ed 
Philip C.Cavanagh SH2 Dunadin. Victoria. 
B.C., Canada VflT-^tfi (Tel .604-365-58861. 

8-Bff PENPALS: Required in U.S.A. and 
Canada Bolh cassette <4erc> sysiems and 
dish n2SK) sterns catered lor Write to: 
Colin Newell. 109 A Kirton Lan«. Tftorne 
Doncaster. South Yorkshire. DNS 5R<J. 
England. 

U.S.A. WQHLD: Reaching ourl (0 anyone in- 
terested in forming a wCkKI wide A(an user 
group for 8-hil practical applications, artificial 
m?ell»genoe and tarming.'gardening. We 
propose d quarterly UiSk Newsletter *ilh 
member sub-nned sohwara Ideas, salt 
ware, enquiries wetoome. Wrile Io: Lee 
.tones, GROMOn- SYSTEMS. R1 1 Box 
76-B Pleasanlville TN, Z1P-37U7-9B01. 
U.S.A. 

HELP: Football on lr*e MM, Can anyone 
please :oi me or a spreaasftgtffttetBbew lor 
the 130XE wh^i will enable me io rate 
teams, update ratings acco*fJir»g to a lixed 
formula, and list ratings lor recall later? 
Capacity required to list all the learns on the 
weekly 1ired OOds coupons ard their current 
rafing. I am using Mini Office but the data 
recall is clumsy. Please phone or write to: 
Don B^rlev. 177, Legsoy Avenue. Grimsby. 
OLS. 10472 745S0I 

8-BFT OWNERS: I am looking V w ;„i ••. 
who own an Alari 0-bit computer ard disk 
drive Id talk Alari. All letters wii be 
answered, Wrile [□: Mick 1he Fish. 7 Founds 
Mill Crescent, Seacrott. Leeds. YonXsNre. 
LSI i 6GT. 



XLXE PENPAL: Is Itere any tody m CoM 
onagnan in treland that lias an XL/xE com- 
fxrter? I have an BOOXL wflN XC12 Datacor- 
der Write to: David Sharpe, ShanriOnville, 
Clones Road Monaghan. (Tel. 047-82342). 

S^B-IT PENPALS: Anyone imerefited in con- 
tacting a 57- year old eniirusiasl *fh time. 
1050, 800XL 1010 and into Slrategy games 
anrj good cassette games. Write to: J .C. 
Baldoek, i486 Recuiver Road Eeinnge, 
Heme Bay Kent, CT6 6PL. 

B-BIT PENPALS: Hello my name is Fran 
anrj I'm 23yrs Old and own a 6SXE and I 
would »ove W hear irom arvy other mate/ 
lemale XE users. All letters answered Must 
warn you I'm a complete novice nm woUd 
kjve any help and advK» you can give me 
on how to gel the best oul iH my Alari Write 
1o: Fran Anderson. 20 Silver Green, Fatf- 
Slead Esrale. Kings Lynn. Marie*. PE30 
4SQ 

SPANISH 6-BIT USERS: I am trying 1o form 
a user group out here, and I look forward to 
hearing from all you S-bil users in Spain 
(please write in Spanish or English i plus 
a-bit users in 1he U.K. Write to: Steven 
Wilds. C.'Payesas, 30. 074EO, Pollenga. Ma- 
io*ca, Spain 

XL PENPALS: My name IS David. I have an 
800XL. " OSO disk drive, and a 1010 lape 
deck. I like arcade games, advemurea and 
programming. I art* 12 year- ijle. .ill li::rr;i : . 
answered. Write to 64 Yarrow Court. Peni- 
cuik. Midlothian. Scotland. EH26 BHE. 

XL USER: My name is Oavid. I have an 
S00XL. 1050 dhs* drive. IfjlOlape unit and 
a 1029 printer, i am invested in all types ol 
software, adventures, arcade, etc. All letters, 
answered Wme lo Davtd Foggin, 1 1 1 
Lowood Lane, FMd Head Eslale. Birstall. 
Bailey, WYorks, WF 17 90E. 

XL USERS: I am an Alari fi-txt owner wrth a 
cassette based system I would like to hear 
1rom any other XL users anywhere in 1he 
world I have quite a good selection ol 
games and am very interested in utilities. 
Please write io: Ale* Meehan, 16 Seafon 
Ave . Sandv Mount. Dublin 4 Ireland 



CONTACT is TREE of charge and may be used by unv genuine 
Alari enthusiast fur contacting other owners. Any notice may 
be? im ludrd except those offering software only for salt: «r 
exchange nr thiur offcriny Items for sale commercially. The 
Editor reserves the right to omit urty notice received at his 
discretion. 

Send your CONTACT notice to CONTACT, PAGt 6, P.O. Box 54, 
Stafford, ST 16 I DR. Please write your notice on a separate 
sheet of paper, not as part of a letter^ 



MIDI? MOLEX! 



Apologies for the language but it's quite appropriate. Read- 
ers may have noticed fast issue that we were hoping to have 
an exclusive offer on the Midi Master interface for the XUXE 
hut unfortunately we have run into a spot of bother. 

The Interface requires a Molex plug, which is the one that 
plugs into the serial port like the disk drive or cassette deck, 
and whilst we can get hold of them we have to purchase 
huge quantities which will make the whole thing totally 
uneconomic. Does anyone know where we can get hold of 
these plugs in reasonable quantities? Perhaps there is a 
retailer out there who stocks them or can point us in the 
right direction? 

We need your help now so that we can continue to support 
the XL/XE. Once we can locate the plugs, XlfXL owners can 
have a MIDI interface and can enjoy the exciting world of 

— I 



ARE YOU MISSING OUT? 

You ve goi k>ts of question* about your computer frm don't 
know who to ask' We do! You're not sure which software is best 
for your application' We do! You'd like 10 keep up io date with 
new releases and be sure they are a ojood buy, but who's going to 
It'll you'- 1 We will! You would low u> rj.f1 In km iw irilvr Al.iri 
enthusiasts, but you don'f know how! We do! You want to get 
some of that 'Public Domain' software you've heard aboul. buL 
where from? We know' You don't want to feel like you're the 
only Alari owner in the world, but where can you turn too 1. Well, 
we can help! Great, but who are you?? 

We are ihe largest (and oldest! Atari Computer Owners Club 
in ihe U.K. Kor just per year you get help, assistance, hints, 

tips, friends, pen pals, access fn HD^oftware, up to date 
inlormation, games, utilities, hardware pro r ecis, software 
reviews, programming tutorials, and a glossy club magazine 
every quarter. 

A dub magazine as welll! One ol those pholocopied things 
that is unreadable, eh! Well no. it's professionally produced, just 
like this magazine you Ye reading, [is called MONITOR, you may 
haw heard of il? Yes, friends of mine have read it and say it's 
great! How do I join the cluband get my copy of MONITOR? 
Easy just send a cheque or postal order fuT £5.00 to the address 
below requesting a four issue subscription- Overseas 
membership is £8 00 ( surface \ or £l2.(KH Airmail I . 

You won't be disappointed!! 

The U.K. Atari Computer Owners Club 
P.O. Box 213 J Southend-oft*Sea, Essex, SS1 2QF 

Independent User Group 



UPDA TE 



AMAZING (ISSUE 37); Thanks to everyone who tame 
up with Ihe answer to this problem, t^pec iully AJyie who 
advised that the problems arise for two reasons. Firstly line 1297 
lost its last character during printing but TYPO 3 users should 
have spotted this und secondly line 45 takes no account of 
people leyying it off screen before c oiler, tiny all ol the di- 
amonds. Algie suggests the followiny amendments. 

BOO IP MX=0 AND DIA< > DIAM A X THEN 700 
601 LOCATE MX- 1, MY, G 
700 C=10:GOTO 502 

] 397 MX= 1 8:MY= 1 9;TLME= 1 6 ; Dt AMAX= 1 7 

This modification will cost you u life it you exit before collecting 
all the diamonds but that serves you right! 

See the letters page for an explanation of the cock-up on the next two 
listings which were outside our control. 

MCQ-TEST (ISSUE 38): The first column of the listing 
on page 28 is in fact the first column of Listing 3 which is on 
page 30 and ih. firs! t olumn on page 30 belongs on page 28. 

REAL TIME CLOCK (ISSUE 38): The first column on 
[Hjge 45 is a duplicate of the first column on page 46. The 
Cassette version on page 46 is correct but the Disk version has 
the first half of the listing missing. We obviously don't have 
spuce to list it all but will send a photocopy of the correct listing 
to any interested reader, 
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OGRAMMING 




Type-in listings 
on page 70 




CASTLE WARRIOR, Palace Software's 
follow tip to Bio Challenge 



ST NEWS 



TOTAL ECLIPSE, a puller from 
Micro Status 



Or, alternatively, a guide to Micruprose as. since they bought Tetecomsoft. they seem to have about 9$*%> of all the new S t releases at the 
moment! RVF is a motorbike racing game produced In conjunction with Honda with some modest hyp* 03 shown above. PIRATES! was 
promised quite some time ago and should now finally be out in the UK but it is also the first release by Mitroprase f apart if you fancy 
a trip to buy your software, XENOPHOBE is a conversion of the arcade game of the same name whilst RAINBOW WARRIOR is, as you 
might have guessed, based around environmental issues and produced In conjunction with Greenpeace. Presumably some of the £24.95 
you need to pay will be going to Greenpeace? TOTAL ECLIPSE is a conversion of an established 8-bit title with curses and puzzles in ancient 
Egypt. I (Hi l H Ol a Attn. is a 3D puzzle game in which the player control* three robot spiders interacting with various obstacles* RICK 
DANGEROUS Is a humorous vertically scrolling {.limber game with around 135 screens of action and fun, ACTJCHV HtHlfH is coming up 
nest month and is a conversion of the Sega arcade game, another vertically scrolling shoot Vm up, WEIRD DREAMS Is ... weird! You drift 
between conscious and subconscious, between sanity and! madness an you try to unravel intricate puzzles to return to a normal lift. 
ORIENTAL GAMES is THE ultimate martial arts fighting simulator (yes, another one) but this has a few extra fighting styles and a six 
round tournament. SAVAGE is a sort of Rambo character who has to rescue his companions from a labyrinth of dank and gloomy dungeons. 
Diplomatic discussions? \uh. just kill it, stamp it, slash it, and flatten it leaving a nice world for your friends to come out to. Under 
development for release later in the year are MIDWINTER, set In the 21st century when a global climatic crisis has turned temperate zones 
to an arctic climate and you must survive Invasion from others trying to survive, and SURVIVOR, set in a past holocaust desert wasteland 
where you must reclaim land, cultivate the desert and re build the community. That s just a few, next week Microprose will have another 
1J2 titles ready , So much for Microprose, what about the others? On a more serious note, HiSaft seem to be busy again with the release 
of Spectre 128, the ultimate Macintosh emulator which will run all the latest and best Macintosh software. They also have an upgrade 
to their popular text editor Tempus called, surprisingly, TEMFU5 2 and are venturing into the C world with the HI SOFT C INTERPRETER. 
Domark, of course, should' have LICENCE TO KILL out plus XYBOTS which is reviewed (actually before release!!} in this issue. WICKED 
cumiw from Activision, a bit of the occult as does HOMtt t.R l. A C. a new flight simulator based on a real life bombing competition held 
by the United States Air Force/ Finally r running out of room) Electronic Arts have a new role playing adventure game out later in the 
rear called THE HOUND OF SHADOW developed by a company who have previously released board games and written Action tor various 
adventure magazines and based on the Cthulhu mythas developed by H.P. Lovecraft. 



SOFTWARE ATARI & AMIGA 

EXPRESaillll Specialists 

Interested in the 
Atari ST or Commodore Amiga? 

Then talk to us - we are one of the leading specialists 
in Atari & Amiga products for both home and business 

We have a wide range of products including: 
Computers, Printers, Hard Disks, Diskettes & 
Boxes, Monitors, Modems, Laser Printers, 
Plotters, Books S Magazines, and of course, 
a wide range of software for Entertainment, 
Music, Programming, Education, Graphics and 
much, much more. 

For the business user we have systems for 
Accounting, Payroll, Desktop Publishing, 
C.A.D., Word Processing, etc. 



Why not give us a call, or better still, visit one 
of our centres in 

Plymouth 

9 Exeter St.Tfte Viaduct 
Plymouth 
0752-265276 



Birmingham 

212-213 Broad St 
Birmingham, B15 2JP 
Q21-643 9100 



P.S. Bring this ad with you and get a discount of up to 10%! 
P.P-S. This advertisement was produced using an Atari St 



Educational & Home Software 

on your Atari ST 

. 



B. Bytes Computer Systems ol Hinckley now supply: 
B. Spell £14.95 

A sup<rb spelling program lof your child Suitable tor ages 5-8 or children vMfo learning 
difficulties. Total mouse control, high qua Impeach and 26 pictures Tunesto reward your child 
and imstaltra are corrected, 

Microman. commended the programs - "Excellent graphics' Mon*or Magazine rated me 
programs 9 out o1 ID tor edus srdoriil vato- 

Construction Set £9.95 or with B-Spell for only £19.95 

Now aa*J vourown pictures to B Spall. Th* will cjive it ■unlimited potential", sad ST User' tnd 
50H does' 

Draw in Maochrome or Degas, 2S new pictures included tor you in use or altar and no upgrade 
us required lor B- Spell bo use Construction Set 

B-Base II V,1J5o £14.95 

Perfect Database lor al your household or small business uses. 

"Vary usar fr iandly" r "Well written". \«ty rapd". "very reliable in use and extreme^ good va lue tor 
money' said an impressed monitor magazine. 

NEW FOR 1989- Maths £14.95 

Perte ct companion to B-Spel.Savan programs mona, add. subtract, multiply and court pictures 
and numbers, spate hand abacus, as well as an ammaied teacher which makes learning ton. 
Tunes reward success and errors ara corrected. 

NEW FOR 1989 - Playspell £14,95 

Multi-level platform game and spelling incorporated, data disks to Mow at C9.95 each 

Prices incrodtf VAT 5 PS P. cfwejuM payaWe to: S, Bytes Computer System 
Hardware and software information pack available far mast makes of computer 

B. Bytes Computer Systems 

19 Soiitfifield Hand, Hinckley, Leicestershire LE10 1UA 
TeU0455j 613377 
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ATARI ST SUPERDEALS 



520 STFM POWER PACK £359.00 

tnc VAT and Next Day DeKvgry 

Power Pack Includes,: 

* 520STFM 512K Keyboard with Built-in 1 Megabytedsk drive and TV Modula- 
tor 

+ Over ES50 of games software including Outrun, H-Type, Super Hang-On, 

Space) Harrier, Afterburner and 1 5 other games 
+ Organiser Bu si ness Software including WORD PROCESSOR, SPREADSHE ET 

and DATABASE. 

* First Muse and First Basic Utility software. 

* FREE JOYSTICK! 

* AH leads, manuals PLUS MOUSE and free mains plug! 

RE M EMBER 1 Many STs do not com e with BASIC. Ou rs come with ST BAS IC REV 
D by Melacomco. 



1040 STFM SUPER PACK £439.00 

As 520STFM Superpack but with) meg memory W40STFM 



1040 STFM BUSINESS PACK £439.00 

Business Pacfc Include*: 

* Atari 1 040STFM Keyboard with 1 meg memory and 1 meg built-in disk drive 
plus TV modulator. 

* £385 worth of Business Software including M ICROSOFT WR ITE word proc- 
essor (£150), SUPERBASE PERSONAL Database (£60} . VIP PROFFS- 
SIOMAL Lotus 1 23 Spreadsheet clone {£150) and Metacomco Basic (£25}. 

* All leads, manuals and mouse. 



520 STFM EXPLORER PACK 

As 520STFM Superpack but wish oniy one tree game and no 
joystick or Organiser - 

£269.00 inc 



PRINTERS 

Citizen 120D inc lead £1 59.00 

Star LCI 0 inc lead £199.00 

Star LC1Q colour inc lead £249 00 

Seikosha BO col. printers. AMAZING PRICES! 

Seikosha 9pin NLQ inc lead £139.00 

Selkosna 24pin LQ inc lead , £279.00 



MEGA 1 BUSINESS PACK £529.00 

The new Mega 1 ST computer features a smart separate keyboard and system 
unrt and ™Judes all the business software listed for our 1 040 Business Pack. 
Inc. SMC124 Mono Monitor £620.00 



MONITORS 

Philips 8633 Colour monitor inc lead ■ .£2*9.00 

Atari SC1 22* Colour Monitor inc lead £259 00 

Alan SM124 Mono Monitor mc lead C1CM.00 



DISK DRIVES 

Atari: SF31* 1 meg mc lead £139 00 

Cumana C5A354 1 meg inc toad £99-95 

Atari Megafiie 30 meg Hard disk £459.00 



CREDIT CARD ORDERLINE 0908 73008 w 

Tocn^sitheccillrtt OrerJiGafd to: Digicom Computer Sergei Lid 

and send it *tt youf order b the adcress beiow. Wt'vt msved to larger pramoas - Caters i 




DIGICOM 

Unit 36, Wharfsitte, Fenny Stratford, MILTON KEYNES MK2 2AZ 

All prlc&s Include VAT and nexl d&y 



GOLD RUSH! 



Gold Rush! tries to capture the 
hardship and adventure of Cali- 
fornia in 1848-49, Vou take the 
part of Jerrod Wilson, an East Coast city 
slicker, seeking fame and fortune. With 
your parents dead and your brother mis- 
sing, you spend I he early part of the game 
selling your Brooklyn home and preparing 
to head west. 

There were, historically, three ways to get 
from the East Coast of America to the West 
in 1848, each with it's own set of perils. In 
the first fourteen minutes of Gold Rush!, 
you have to decide if you will attempt to 
make the treacherous journey overland, 
the long boat trip south around Cape 
Horn, or the shorter, but possibly even 
more dangerous trip to Panama and 
across the isthmus ■ that's a narrow strip 
of land between two larger land masses, 
folks" 

If you elect to take the overland route, 
careful timing, is required to ensure that 
there will be plenty of grass on the plains 
to feed your animals. Hazards include 
steep mountainous terrain, long treks 
through the desert and, of course. Indians. 
The ocean trips take less personal plan- 
ning, but you may be overcome by disease 
or storm as you saiJ the world's most 
menacing waters. You may even face food 
and water shorlua.es before the long 
voyage is over. 

[f you decide on the shorter trip through 
Panama, there are natives and wild anim 
als to worry about, not to mention quick 
sund and cholera. The choice of travel 
modes makes Gold Rush! almost three 
completely different adventures in one. 1 
would advise you to take a shot at all of 
them just to experience the joy of dying in 
all it's myriad forms!! 



One wuy or another, your travels should 
end at John Sutler's Fort. Once you reach 
the fort, you can search for clues to your 
brother's whereabouts, picking up gold 



GOLD RUSH! 

Sierra On-Line 
£24.95 





along the wuy. 

This is probably the last Sierra adventure 
you will see that was developed with the 
old AGI (Adventure Game Interpreter) sys- 
tem, used in the development of King's 
Quests 1,2 & 3. Since the release of King's 
Quest 4, we have seen the impressive re- 
sults of SCI (Sierra Creative Interpreter), 
that gives double- resolution graphics and 
enhanced sound 
and music. 

As Gold Rush! has 
been under de- 
velopment for 
some time, it did 
not make econo- 
mic sense to go 
back and re-do it 
with the new sys- 
tem. At first, I anti- 
cipated dis- 
appointment with 
regards to graphics 
and sound, but 1 
was pleasantly 
surprised. Even 
though the resolu- 
tion is clearly no match for SCI, the 
graphics are quite good. There is an 
almost excessive amount of spot anima- 
tion, such as people and carts making 
their daily rounds in your home town, and 
the bustle of the little townsfolk when you 
reach Sacramento. Keep an eye out for 
other miners as you head out from Sutter 
Tort, for they are liable to hang claim 
jumpers out there! 

Gold Rush! does have some serious weak 
nesses. The first is the tedious nature of all 
three of the trips to the West Coast of 
America. There is mm 
an attempt to spite fCVtCWCd 
it up a little 

by breaking each of these long 
automated sequences Into smaller 
segments, and by giving a run- 
ning narrative of the hazards of 
the trip. Each of these segments Is 
separated by mini-adventures that 
you have to actually control but 
they are short and few. 

In California, gold is found an 
ounce at a time, and there are 50 
ounces to locate, with the closest 
being at least nine miles (screens) 
uway from the fort. However, you 
only need a few hundred dollars 
in gold to buy some supplies (the rest is 
there for people who enjoy the thrill of 
discovery), and some screens offer up to 
five gold strikes, which speeds up the 
process quite a bit and emulates life, 
since gold wasn't just lying everywhere 
for the taking, even if it seemed Like it! 

Another personal criticism, being a 
mapping buff, Is the weird layout of 
some areas. Around Fort Sutter, you 
might walk off the screen going 
north, but when the new one is dis- 
played, you find yourself going 



south, or even east! This was obviously 
done to increase the number of loca- 
tions that could be squeezed into the 
fort, unfortunately, it just serves to 
confuse. 

Included in the game packaging is a 
90 page historical textbook entitled 
'California Gold'. The primary reason 
for this is copy protection. When the 
game is first run you will be asked a 
question and directed to the section of 
the book where the answer can be 
found. 



As usual, the Sierra sense of humour is 
never far away; answer the questions 
wrongly and you'll be presented with 
the hangman's noose! You don't have to 
read the book to play the game, but it 
conceals a few small hints that might 
make things easier. It is, however, very 
interesting reading and increases the 
educational value of the game. 

In conclusion, I would expect ovid play- 
ers of SierTu's games will not want to 
miss this one. As a game with educo^ 
tional value it is a clear success. 

by John ft. Barnsley 



A FEW TIPS TO GET YOU 
ON YOUR WAY! 

In Brooklyn: Close your account and 

sell your house. 

If $uing by sea: Buy fruit. 

Put flowers on your parents' graves. 
Land Route: Unhitch the team and 
LOCK WHEELS on the steep hill. 
Search abandoned wagon for food. 
Buy mature mules. 
Get the Bible from the man, 
Cape Route: Get nothing BEFORE the 
storm, {[hen fjet pig meat, strina. paper 
dip, pole, metal .scraps und fish) 
Don't forget that Bible! 
Going West: You MUST leave the 
campsite at the RICHT timet (Too soon 
= Too muddy and Too late = Blizzard!) 
To check on conditions, go behind the 
wagon and walk north ; when the 
plain s mud recedes, SAVE CAME and 
then TALK TO CAPTAIN 
California: Pan ONLY in the eastern 
river - NEVER near unyone else! 
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A MIDIot's Guide to Music Making on the Atari 



3 



The 

Sequencer 



So far in this beginner's guide to MIDI we've looked at the 
basic concepts of MIDI gnd at the hardware used to 
produce music in a MIDI based system. This time we're 
looking at MIDI software packages, of which there are now 
dozens available for the ST, 

Most of the available software foils into three main classes, 
namely sequencing, voice patch editing, and music score print- 
ing. More recently automated composition and arrangement 
tools have begun to appear, but these are aimed more at the 
professional musician so we'll ignore them here. The only essen- 
tial item for the MIDI beginner is some form of sequencer 
software, so let's concentrate on that now and leave the rest for 
next time, 

A musician uses a sequencer as a writer would use a word 
processor - as a means of rapidly realising, recording, and 
communicating abstract ideas to a wider audience. The se- 
quencer goes one step further though, it can actually PERFORM 
the work to that uudiencc. Software based sequencers are identic- 
al in concept to their hardware based cousins briefly described in 
the last issue. As a quick reminder, a sequencer behaves like a 
multi-track tape recorder which records MIDI data rather than 
musical sound. This data can then be edited as required, either 
to correct musical errors such a wrong notes or timing, or to 
change the nature of the music in a more creative way. The 
edited file can then be used to drive a MIDI equipped synthesiser 
to play the music it represents. 

SEQUENCING FOR BEGINNERS 

The simplest type of sequencer runs in playback mode only and 
is the MIDI equivalent of the ST sound chip based music player' 
programs. Obviously with these you can't actually create your 
own music from scratch, but they can produc e spectacular results 
when using good quality music data files generated elsewhere. 
An excellent example is the MIDI player program found on Page 
6 public domain disk ST1Q8, It's supplied with 42 music files 
created with Activision's Music Studio program. These are mostly 
designed for playback using Casio's CZ101 synth, but work OK 
with many other types. The program ulso bus facilities for 




Activision's Music Studio - the lowest priced commercial sequencer 
perfectly suitable for the beginner 



Now that you know a bit 
about the background of 
MIDI and have decided what 
hardware you may require, 
it's time to look at what 
software you might need to 
start creating music 



changing MIDI channels, note ranges, and program numbers to 
customise the files for your own synth, giving you some creative 
scope. I've used it with my Yamaha PSS-680 and it works a treat! 
At £2.95 for the player plus music files it's on absolute bargain! 
To be really creative you need a sequencer with both record and 
playback facilities. There are a bewildering number of these on 
the market, priced from around £3.00 for public domain prog- 
rams to many hundreds of pounds for something like Steinberg's 
fabulous Pro- 24 package, now □ standard in the professional 
music industry. This type of sequencer comes in two basic fla- 
vours - for step-time and real-time recording, with some prog- 
rams able to handle both aspects. 

NO KEYBOARD SKILLS NEEDED 

The step-time facility allows you to enter musical notes one at a 
time, as if you were writing music rather than playing it. Input 
can be through a MIDI keyboard., but is more usually done using 
computer keyboard and mouse, A step-time package is likely to 
be of interest to people with more enthusiasm and patience than 
playing skill, as step-time input can be tedious and time consum- 
ing. Its big advantage is that it opens up a whole new world of 
musical creativity to the non keyboard player. 

Step-time programs are usually inexpensive, two examples 
being Electronic Arts' Music Construction Set and Activision's 
Music Studio each available for around £25- I've used both and 
much prefer Music Studio, as MCS can only handle three MIDI 
channels and three note polyphony, revealing its sound chip 
ancestry. Music Studio bundles 15 MIDI channels and can use 
the PSS-680 s polyphonic and multi-timbral capabilities to the 
full. Both programs can also create music using the ST s internal 
sound chip or via MIDI, so you can get started in a limited way 
even before buying a MIDI synth. 

Operationally they're similar too, using a graphical user inter- 
face. The main workscreen displays bass and treble music staves 
onto which you place individual notes of selected pitch and 
duration using the mouse. Both programs associate colours with 
MIDI channels and programs, so by using notes of different 
colours you can drive your synth multi-timbrally (assuming it's 
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capable of this) to play several different instrumental sounds 
simultaneously. Knowledge of music theory helps, but even with- 
out it's possible to simply transcribe sheet music onto the screen - 
and find it plays back perfectly through your synth! Yes, you can 
create music on your synth without even touching its keyboard! 
If you don't fancy keying in your own musk you can always 
buy Page 6 r s public domain Music Studio data disks. There are 
now five of these, between them holding over 200 different music 
t'ilr.s and offering something for all musical tastes. Using Music 
Studio's excellent editing facilities you can easily change the 
data to produce your own interpretation of the music for play- 
back on your own particular synth. At £2,95 each they're un- 
beatable value and will keep you occupied for a long, long time. 

MUSICIANS DO IT IN REAL-TIME 

With a real-time sequencer you actually play the music in from 
a MIDI equipped keyboard, so you need to be more of a musi- 
cian than with step-time software. The sequencer records your 
efforts as a tape recorder would, but with one important differ- 
ence. As it's handling MIDI message data rather than the actual 
sound of the instrument, you can record the notes as slowly as 
you wish and then play them back at the correct speed - without 
the pitch change you'd get if you tried the same trick on a 
conventional tape recorder. This is great for handling those fast 
twiddly bits your fingers would never manage to play at normal 
speed' 

Musical arrangements are usually recorded as several separate 
parts (or voices), with each part placed on a separate sequencer 

track', a term borrowed from the world of tape recording. The 
sequencer has many tracks, often 24 or more, each of which can 
be recorded on and played back independently of the others. 
Each track can be set to a MIDI channel, and the MIDI instru- 
ment receiving data on that channel set to a given MIDI prog- 
ram number to produce a given sound. Complex multi-timbrai 
arrangements can be built up track-by-track in this way, and 
indeed this is how much of today 's chart music is produced. 

For instance, to record a piece using drums, bass, piano rhythm, 
and solo rock guitar parts using the multi-timbrul PSS-680 you 
might work in the following way. First you'd allocate a sequencer 
track to each of the parts. You could record the drum part first 
using the PSS-680's percussion pads. You might then record the 
bass part to fit it while the sequencer plays back the drum track 
Next, while playing back bass and drums, you could record an 
appropriate piano rhythm part. Finally you'd record the rock 
guitar solo track while playing back bass, drums, and piano. Get 
the idea? On playback of the completed work the PSS-680 sounds 
like a four piece band! 

You don't have to record a complete part in one go either, as 
some sequencers allow you to chop each part into sections (or 
blocks), record and edit the sections separately, and then string 
them together in whatever order you want. This is extremely 
useful for the beginner, as it allows you to easily build up 
complex arrangements a few bars at a time. 

EDITING AND QUANTISING 

Editing is a very important aspect of MIDI music production, 
and the facilities available in different sequencers vary enor- 
mously. Before buying a particular sequencer make sure you'll 
be comfortable with the facilities offered, and with the way 
they've been implemented. Some of the things to look out for are 
described below. 

The simplest (and least satisfactory) form of editing requires you 
to Completely re-record the truck containing the error. At the 
other end of the scale there's MIDI J event editing , allowing you 



to individually change any MIDI data item recorded by the 
sequencer. Some sequencers take a middle approach allowing 
editing access to selected MIDI data types r or perhaps use a 
'punch-in/puneh-out' facility. The latter allows you to re-record 
just a section of an existing track between accurately defined 
start and end points. 

Event editing facilities give you direct access to MIDI event data, 
for example individual Note On/Off message dulu, so you can 
correct 'bum notes'. Again this can be tedious work if you're 
dealing with raw MIDI data in text form, but some sequencers 
also provide a graphical interface, presenting the data either in 
musical notation, or in a grid format to make it easier for those 
who can't read music. 

Editing can often be done at the block' level, allowing certain 
operations to be performed on groups of notes, For example, 
notes could be transposed into a different key, made louder or 
softer, their tempo changed, or even the basic sound with which 
they're played could be altered. Together, these facilities provide 
incredible creative flexibility, allowing widely differing versions 
of a piece of music to be quickly created from a single MIDI data 
file. 

If you can't play accurately in time, then you need the se- 
quencer s quantise' facilities. These allow recorded notes to be 
individually moved forwards or backwurds so they all line up 
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The 32 frock Waddington Sequencer ■ a public domain sequencer 
that's a bit limited but worth a iook 

accurately on the beat or sub-beat. Trouble is, the results some- 
times sound TOO accurate, making the music sound like it's 
being played by a robot (which it is, of course!). Some programs 
now provide the fut ility to introduce a small randomised error 
into the quantisation to make the sound more human 1 ! 
I've tried several real-time sequencers from cheap and cheerful 
public domain programs, through MicrodeaPs Superconductor, 
to the mighty Steinberg Pro-24. You definitely get what you pay 
for here - Pro-24 is easily my favourite, it's got just about every 
feature I could ever need, but there's no way I could justify 
spending nearly £300 on it for home use. Superconductor at £50 
isn't bad, but has problems when simultaneously recording one 
track while playing back existing ones, seemingly caused by its 
lack of a software 'Thru' capability in record mode. Public 
domain sequencers, such as the widely available Waddington 
sequencer, tend to be limited in scope, but with patience can 
produce reasonable results. 

Well, I've run out of space again. |oin me next time to hear 
about other types of MIDI software and to find out how you 
might set up and use your own low-cost home MIDI recording 
studio. Who knows., it might just get you started on the road to 
stardom! * 
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Adventures 



THE JADE STONE 
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Anew adventure for the ST from one 
of the established companies 
seems very often to be priced way 
up at the L2.S or L.W Level these days u 
bit expensive if you are not really sure 
whether you are going to enjoy it or are 
having trouble saving that much from 
your pocket money. So it is very refreshing 
to see a new series of games launched by 
Page 6 at the budget price of £9.95. 
The first of these is The |ade Stone. It is a 
good-sized text adventure with a number 
of fine half-screen illustrations which add 
nicely to the atmosphere. The game is set 
in a fantasy land where Lord Sen idea and 
the evil sorceror Mallumo are about to 
buttle to the death. You are Senideo's 
beautiful daughter and have not only to 
defeat the sorceror but also to rescue your 
inept fiance from his evil clutches. 
It transpires that the only hope you have 



of achieving this is to find the 
magical |ade Stone r hut to do 
this you will need to pass a num- 
ber of tests and acquire magicaJ 
artifacts from three of the local 
denizens. The fact that you start 
off penniless and there seem to 
be a number of items you wont 
to buy doesn't make this any 
easier! 

How can you acquire some 
money? How do you get past the 
brigands guarding the road 
south? How can you get past the 
priests into the temple? And so 
on - all the ingredients of a traditional text 
adventure. This one is very professionally 
written and presented; it understood most 
of the things I tried straight away. It is 
memory resident so responses, even with 
the graphics on, are instantaneous. There 
are lots of useful features such as EXITS to 
find all visible routes, OOI'S to take back a 
move, and VOCAB to see lots of useful 
words. 

The Jade Stone was written using Sean 
Ellis's STAC (ST Adventure Creator). This is 
an excellent utility with lots of powerful 
commands to enable you to write your 
own graphics adventure without having to 
be a programmer. It automatically pro- 
vides facilities such as SAVE/RESTORE of 
your game position to disk and RAMSAVE/ 
RAM LOAD instantaneously to memory. It 
does however have a few idiosyncracies 
that may occasionally frustrate you. 



There are two mutually opposed philo- 
sophies of how far the parser should go 
when trying to interpret the commands 
that you, the adventurer, have typed in. 
One approach is to only accept a sentence 
if every word in it is understood, the sequ- 
ence of words is correct, the words form o 
grammatical structure which the program 
understands, and it is clearly delimited 
(e.g. by a full stop or the RETURN key). 
Anything else is rejected with a clearly 
stated message as to why the program 
could not interpret it, The second 
approach is to extract any words from the 
input that the program recognises, ignor- 
ing any others as irrelevant, rearrange 
them into an order that the program can 
use and assume that that is what the play- 
er meant, This philosophy, which is the 
one which STAC uses, allows the program 
to respond to fur more of your input, but 
to my mind is much more suited to de- 
monstrations of artificial intelligence than 
to adventure games. Unfortunately English 
is such a varied and sophisticated lan- 
guage that this approach can often result 
in nonsensical or misleading responses. 
For example ASK THE DOG TO GET THE 
GUN can be misread by STAC as GET 
DOG! This approach looks good in demos, 
appears good when you first use it, with 
the computer appearing to understand ev- 
ery! huuj you are typing in. hul can lead to 
much frustration when you really get 
down to trying to solve the adventure. 
So, if you should encounter any frustra- 



Zak is a reporter on an equivalent of 
the Sunday Sport, indeed some of 
his comic headlines could well 
have come from the puper itself! Zak is 
looking for a better outlet for his talents 
and, following a promise from his boss 
that he can write his novel after the next 
assignment, the adventure begins, 
Zak seems to be caught up in a Sci Fi f B' 
movie where some less than bright aliens 
wish to pervert the human races bruins to 
a much more pliable state and they have 
set up a flying saucer station to achieve 
this. Our hero must, with your help, pre- 
vent this. Control of the game is through a 
novel method of using the mouse to click 
on keywords in a menu vocabulary, on 
objects in the detailed screens and by re- 
sponding to the prompts given on screen. 
A good example of the friendliness of this 
comes when using a credit card. Click on 
the word [use], the prompt is returned Use 
on what? Click on [credit card], the 
prompt is Use cash card to pay, so you 



ZAK McKRAKEN 



click on [bill] and Zak will go through all 
necessary transactions, including small 
talk and tidying up. Indeed Zak regularly 
remembers to tidy screens up and offers 
helpiul hints if he thinks things are not 
going to plan. 

Zak is also the master of the effective one 
liner and the game is littered with little 
asides. Unfortunately these do not change 
and they can become wearing after several 
viewings, as too can the cut away clue 
scenes. This is I fear the one downfall of 
this game, that eventually with repeated 
playings the humour will make the game 
pall and thus deter the player from com- 
pleting it by retracing steps or restarting 
the game. 

The game is installable on most disk types 
and thus the pratuU.on routines ore built 
into the game in rather a clever manner. 



This is a graphic adventure rather than an 
arcventure since everything that is needed 
Is on screen and it is up to Zak or one of 
his friends to manoeuvre them There are 
places to meet allies and once they are 
found the option to swap between charac- 
ters becomes available and necessary. This 
all makes for a novel and interesting 
approach to adventuring. 
Perhaps the way the story runs itself at 
times may upset purists but there is plenty 
of room for puzzles and few opportunities 
for vocabulary problems. 



ZAK McKRAKEN 

Lucasfilm 

£24.99 

Reviewed by Damon Howarth 
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tions like that when playing The |ade 
Stone, don't blame the authoress. Linda 
Wnght, blame STAC! Fortunately Linda 
has put in enough vocabulary and hand- 
led enough word combinations so that this 
rarely proved a problem in this adventure. 
There are plenty of clues to help you 
along the way, As long us you examine 
everything and note anything that might 
be a clue you should be able to solve most 
Of the game fairly easily, There are a few 
sneaky places where you have to use an 
adverb (e.g. do something CAREFULLY) or 
study the pictures for clues, but generally 
the logic is not too demanding - you don't 
need to solve any really hard logical puz- 
zles, just work out the appropriate place 
and means of using each item you 
ar/quire. 



GAMEPLA Y: Standard lext adventure of 
good quality, plenty of useful facilities - 
very enjoyable 

GRAPHICS: Some very nice pictures 
accompany some of the locations. 
SOUND; None - not needed 

VERDICT: Excellent value for money if 
you want an inexpensive introduction lo 
the world of adventures - recommended for 
beginners • 



AVAILABILITY 



THE JADE STONE 

Written by Linda Wright 
Published by Marlin Games/ 
Page 6 Publishing 
Price £9,95 

DOMES OF SHA 

Written by Jack Locke rby 
Published by River Software/ 
Page 6 Publishing 
Price £9.95 

Both Adventures are only 
available by mail and may be 
obtained direct from 
Page 6 Publishing, P.O. Box 54, 
Stafford, ST16 WR. 

You may use the order form on 
page 49 or order by phone 



DOMES OF 
SHA 

Three Adventures for the price of one 



More budget-priced adventures 
from Page 6 Publishing - three 
for the price of one this time! 
This Tri-Pack is made up of three text-only 
adventures in the traditional style - Domes 
of Sha, Hammer of Grimmold and 
Mutant. 

HAMMER OF GRIMMOLD is set in the 

lurid of dwarves; you have to defeat the 
evil wizard Valk in order to retrieve the 
magical Hummer of Grimmold and return 
it to its rightful owner ■ the King of the 
Dwarves. Unfortunately Valk Is safe in his 
mighty Citadel some distance away and 
before you can get there you are going to 
need to find your way across a treacherous 
river, past a rather antagonistic troll and 
across a bottomless chasm, whilst avoiding 
death at the hands of the mysterious 
Hooded Men. Then you discover that the 
place is so heavily guarded by ores that it 
seems impossible to enter unywuy! Once 
you finally discover the way in to Vulk's 
Citadel you find your troubles only just 
beginning as the place is full of Giant 
Rats* Dragons, Vampires, and, of course, 
more ores! 

I found this the easiest of the three - a 
good beginner's adventure - as long as you 
examine every item carefully and work 
out what it is for you shouldn't have too 
much trouble - but if you do get stuck you 
can always try one of the other adventures 
in the pack! 

MUTANT is set on a South Sea Island so it 
is rather more like real life in its settings 
and it* puzzles - death still lurks at every 
turn from crocodiles, alligators, and 
piranha, hut the RAMSAVE/ RAM LOAD 
and OOPS facilities (as in all these adven- 
tures) ensure that this is not too tedious for 
the player. If you can survive these periJs 
and work out how to get past dangerous 
landslides, deadly nettles, bottomless 
swamps and blocked tunnels, and find 
your way through head-high elephant 
grass, then you should have no problem in 
destroying The Mutant and saving 
Mankind! 

THE DOMES OF SHA lakes you to 
another exotic setting - a small planet in 
the far corner of the galaxy, where you 
and your pet. Grunt (a smelly and not 
over-intelligent beast who loves you very 
much), must discover the strange secret of 



the Domes which surround your valiey 
and save your people from extinction. 
Again lots of problems to solve and places 
to explore. This one is probably the har- 
dest of the three and has some very nice 
logical puzzles in it - like what to do in the 
Well Room and how to use the Bucket! 
(No, the Bucket hasn't got anything to do 
with the Well - that was just a coinci- 
dence!) 

All three adventures were written by lack 
Lockerby (with the help of his son I be- 
lieve) for other machines such as the Spec- 
trum and the Commodore, and have been 
very successful on those machines. These 
versions were created using Sean Ellis's 
STAC (ST Adventure Creator) and benefit 
from its excel Ien1 fu< ilities such as cjuality 
SAVE/RESTORE routines and instant re- 
sponses. They are also subject to the 
idiosyncracies of its parser (see Jade Stone 
review for details) which can cause a little 
frustration from time to time! 
The review copy which I played was an 
unfinished version with a few bugs (all 
now fixed, hopefully) and a few places 
where you had lo guess quite hard ut the 
way the game wanted the next command 
phrased - fack is looking at enhancing 
some of these so you should have lots of 
fun play in [j the game when you buy the 
final version. 

When you create a game with STAC all 
your vocabulary, room and item descrip- 
tions and all the messages whic h you wish 
to display in response to the pluyer's com- 
mands are stored in a LINK file. It is in- 
teresting to see that the Jade Stone LINK 
file is as big as Jack's three games' LINK 
files put together, but that each of these 
has as many locations as The fade Stone! 
This is caused by The lade Stone having 
more descriptive lext and maybe under- 
standing a few more of the Ihinqs you type 
in, whereas Jack's Tri-Puc.k gives you more 
places to explore and things to do. You 
pays your money and you takes your 
choice! 



% GAMEPLA Y: Traditional text mhrtiturrK. 
a little limited in vocabulary in a couple of 
places, but generally very playable 

f GRAPHICS/SOUND: None - nor needed 

0 VERDICT: Good fun, plenty of variety, 
and very good value for your money 
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LADBROKE COMPUTING 
INTERNATIONAL 

The Country's Leading Ateri Specialist " 




PHONE FOR NEW PRICES ON 8 BIT SOFTWARE AMD HARDWARE 



SPECIAL OFFER ON DISKS 
£2S"B/SD/D 96 TFI (QUAD DENSITY) 

10 £6.50 10+BOX £7,50 

100 £60 100+BOX £65 

These arc top quality products noi cheap seconds. All 
disks come with an unconditional lifetime guarantee, 

DUST COVERS 
Computers £3.99 Monitors £4.99 

Disk Drives £2.99 Printers £7,99 

Please State for which model you require a dust cover. 



Star LC10 
Citizen 120D 
Epson LQ500 
All Printers 



PRINTERS 

£169,99 Star LC10 Col £219.99 
£149.99 NEC 2200 £329.99 
£329.99 Star LC24/10 £319,99 
Come Complete With Cables ETC, 
Inlerfaees Are Separate. 

Our Atari trained engineers will repair all hardware in 
minimum time at eompctetive rates. Ring for 
quotation. All repairs carry 90 day warranty. 



MA CHINE CODE MONITOR BOA RD 

Suitable for 130 XE and 800 XL this useful add on provides the 
user with a machine code monitor+old Operating system with on 
screen 80 column mode and existing Operating System, The 
Monitor includes standard search functions and direct disk access. 

£79.99 

HARDWARE 

65 XE Computer Starter Pack. Includes Games, Joystick, and data 

recorder £79.99 

130 XE Computer Starter Pack. Includes Games, Joystick, and 

data recorder. £119 

XF 551 Drive £169.99 

XC 12 Recorder £27.50 

All Hard ware/Soft ware is tested prior to selling 1o ensure 
satisfaction. Hardware is supported by on site engineers. All 
prices include VAT. FREE DELIVERY on orders over £10, 
We sloek a wide range of dedicated books and magazines, 
TO ORDER Simply send, or phone your order t staling Full Name, 
Address, Visa or Access Nos t Cheque or Money order. Make 
Payable to Ladbrokc Computing International. Over 500 titles on 
Cass/ Disk. Please Send SAE for Catalogue, 



PHONE FOR NEW PRICES ON 16 BiT SOFTWARE AND HARDWARE 



Educational Software 

Spell with Oscar £12.99 
Spell with Oscar teaches keyboard skills, spelling and 
motor coordination pictures of objects must be identified 
and then spelt correctly under Oscars supervision. 

Exira data disks available increase vocabulary by 160 
words £6.99 



AM with Oscar 



Add leaches 
division with 
(able. 



addition, 

selectable difficulty 



£12.99 

s ubtractio n.multipl icat ion and 

levels and Hr score 



Utilities 



£12.99 

a Directory Database Compiler 
copy protect 



customised format and 



Quick list plus 
Master mat is a 
programme. 

Pic strip is a full screen picture manipulator which 
Supports GFA, FAST. H1SOFT TURBO and ST BASICs. 
Compatible with DEGAS, NEOCHROME and AB 
ANIMATOR. 

Phone for 2, 2S 4 Mb upgrade hoards, I Mb memory 
upgrade, drives, monitors, hard drives and Atari PCs 



AH Animator 



£14.95 



Animated Graphics Tool for the ST, Supports GFA and FAST 
Basks, Compatible with DEGAS and NEOCHROME files. Full 
Facilities such as Draw, Fill, Grid Copy etc, 

Midistudio £99.99 
This is a 20 track Midi music studio with real time recording and 
step time editing. Comprehensive phrase arrangement make this a 
strong competitor for pro 24, 

" will give Steinbergs Pro 24 a run for its money " 
ST WORLD March 89 

fMG Scanner £89.99 
The IMG scanner provides high quality graphics digitising. The 
comprehensive software offers scanning resolutions of 75, ISO, 
216, 300, 360 and 1000 dots per inch horizontally. An example 
disk is available w hich contains a slide show of images scanned 
wkh this product. The disk is offered at £3.99, £2.00 of which is 
redeemable on purchase of a scEinner. 

PHONE TOR LA TEST PRICES: EXAMPLE 

MEG A PILE JO HARD DRIVE £475 

520 STTM SURER PACK £369,99 

S20 ST fM EX PL ORER PA CK £279.99 
KMO STTM+CHOICE OTSOPTWARE £449 

I MB CUMANA DRIVE £89.99 

STAR L CIO PRINTER £169.99 

STAR LC 24/10 PRINTER £319. 99 



Ladbrokc Computing I nternatic ia], 

33 Or ins kirk Road, Preston, Lanes., 

PR1 2QP. Open Monday -Saturday 

10 am to S.30 pm. Dealer enquiries welcome. 




I 



ORDER BY PHONE 

Call Us on numbi?rv bdow and pay with your 
cifciLit caul. 



OMDBR BY POST 

Miikc th«|LM.-s PO'k payable 1o Lmtbrokc Compulmg I n1ti iu ttoniiL 




■St'nJ SAE Toi full L-iUaloHW*;. 

( 07 7 2) 203 166 or- 21474 



Lntbrok« Compjsiflj InionH^Ml n. ■ vui'mi unc <jf %'m\\cm Martini Lanilri 
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Microprose 

Soccer 



This is a fast moving sports 
action game putting you 
in direct control of the 
players in a football match, 
either Association Football or 
Six-o-Side Soccer under Amer- 
ican rules. The latter is played 
on an enclosed pitch, so the 
ball can bounce back into 
ploy off the walls. Within these 
there are several further 
choices. A single player can 
take on the computer while 
two players can play against 
each other in Friendly, League 
Tournament or World Cup 
Tournament matches. 
The pitch is viewed from 
directly above, which means 
your players have a distinctly 
strange appearance, You see 
the top of their heads and 
shoulders with various appen- 
dages popping in and out of 
view as they move! As the 
players run about the pitch 
you receive control of your 
man nearest the ball. You only 



see part of the 
pitch at any one 
time, so It smooth- 
ly scrolls in what- 
ever direction 
necessary to see the ball. 
Joystick control is used, giving 
your man eight-way direction- 
al movement. If the ball is in 
free play your man gains pes 
session by touching it, and if 
you continue moving him he 
runs along dribbling it When 
the fire button is pressed the 
joystick no longer controls 
direction of movement, but in- 
stead determines the type of 
kick performed. Chip shots, 
straight vol lies, left or right curl- 
ing banana shots, or specta 
cular backwards overhead 
kicks are all possible. Strength 
of kick is controllable, from a 
light tap to a full strength boot 
down the pitch Throw-ins, cor- 
ners, and goal-kicks are all 
possible too, the only thing 
missing seems to be penalties. - 




If the opposition is in posses- 
sion of the ball you can per- 
form a normal or sliding tackle, 
the latter made more difficult 
if rt rains during a match. If you 
fail 10 regain the ball your 
opponent will eventually get a 
shot at goal, when you'll re- 
ceive control of your goalie 
who can dive left or right or 
jump in the air to stop the ball. 
If a goal is scored you'll see a 
clever TV-style action replay 
showing what happened. 

Other features of the game 
allow the setting of match 
duration between 2 and 12 
minutes; action replays, bad 
weather, the naming of your 
own teams: and the saving/ 
restoring of league position 
tables. 



FACTS 



Title MICROPROSE 

SOCCER 
Publisher: Microprose 
Price: £24.95 
Reviewer: John S Davison 



SIGHT & SOUND 



tl looks good arid sounds good, 
but the overhead view makes it 
look a bit strange. Smooth 
scrolling is good but a 3 -D 
view might hove been better 



GAMEPLAY 



Easy and exciting play witt 
keep football fans occupied far 
fraurf, AK expected options, 
with a lot of variation, are in- 
cluded except tor penalties. 



VERDICT 



An excellent example- of Q 
Sports action game, and easy 
enough for everyone, it you're 
looking for simulated football 
action, this is where to find it. 



FACTS 



Title: KICK OFF 

Publisher: Anco 

Price £19.99 

Reviewer Damon Howarth 



SIGHT & SOUND 



Graphics are good with some 
nice scrolling Sampled sound 
is quite well used and adds 
atmosphere to the game 



GAMEPLAY 



Difficult to win unless you are a 
good player r set the computer 
Several levels below you* 



VERDICT 



On the whole a good soccer 
game that ranks in the First 
Division. Compares very 
favourably to other football 




KICK OFF 



As the name suggests 
this is a football simula- 
tion in the same vein as 
Microdeal's International Soc- 
cer. Once loaded the game is 
a little bewildering and it takes 
careful perusing of the scanty 
instruction sheet to get going. 
The play itself is better than 
many of the genre and I liked 
the characterisation of the re- 
ferees whose interpretations of 
various fouls add same variety 
to playing style. 
Following my first attempt at 
playing it seemed to me that 
the training mode was a 
necessity as the actions are 
fast and an almost subliminal 
handling of the joystick is im- 
perative. There are many pos- 
sible variations of play, back 



flips, chips, volleys 
headers and con- 
trolled passing are 
possible, but as in 
the real game 
success comes from practice. 
The pitch is well sized and 
scrolls comfortably and the in- 
clusion of a small representa- 
tion of the whole pitch allows 
the player to plan sweeping 
passes and spot defensive 
holes. Players are in propor- 
tion to the ball and pitch, the 
one under control having a 
line drawn under his boots, 
Possibly the most enjoyable 
feature of this sort of game is 
the two player option, happily 
this one has it and as a head 
to head it plays very well. The 
system even allows individual 
players to handicap themsel- 
ves with differing skill levels. 
This can aJso be done with 
solo play but my advice is to 
keep the machine a couple 



of levels lower than you I 
The other pleasant thing 
about the game is the eight 
player league option, which 
allows for any combination of 
one to eight people to partici- 
pate in a season that is save 
able to disk. This option gives 
the game a longevity option 
some others may not have. 
As to the ease of play I found 
that against the computer an 
even levels, and even by play- 
ing one level higher, scoring 
goals was difficult while the ST 
found my various defences 
somewhat akin to Swiss 
Cheese" 

The crowd noise and the pos- 
sibility of player ejection for 
cynical fouling adds to the 
atmosphere and even the dif- 
ficulty makes the game quite 
addictive. Kick Off compares 
well to Its competitors and 
very favourably to Internation- 
al Soccer. 
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CHICAGO 30's 



After the lively 20' s, Chi- 
cago has become a 
paradise for gangsters 
and various other lawless indi- 
viduals. Trouble continues 
throughout every day and 
night. As Detective Elliot it ks 
your mission to enforce some 
law and order within Chicago. 
Your objective is to put an end 
to the illegal alcohol trade 
and cut off the main source of 
income to the 'Ivtaffiosr orga- 
nizations. As you move 
through the four stages of the 
game, i.e. the docks, the sub- 
urbs, the city and the ware- 
house, you will come across a 
large number of gangsters 
under Al Capone's employ 
and you must eliminate these 
gangsters with your machine 
gun and salvo of grenades 
The storyline behind this game 
shows tremendous potential 
even though if is not the most 
original of themes, however, 
the implementation of this- 



fheme is, to be 
quite honest, 
downright awful" 
The gome loads 
with a badly 
drawn representation of the 
illustration from the cover of 
the box, A credits screen then 
appears shown on a cinema 
screen, complete with curtains 
and a thinly dispersed audi- 
ence in front. The entire game 
from now on takes place on 
this cinema screen. 
The gome itself Is a horizontal- 
ly scrolling c"ai p whereby you 
walk from left to right shooting 
the various gangsters which 
pop up from behind windows, 
boxes, and crates etc. The 
graphics are unimpressive. The 
scrolling of the backdrops is 
reasonably smooth but the 
animation of the characters is 
jerky and of poor quality. The 
sound is also pretty uninspiring, 
consisting of a feeble tune on 
the loading screen and some 




FACTS 



rifle CHICAGO 30'S 

Publisher: US Gold 
Price: £19.95 
Reviewer: John Davison jnr 



rather limp sound effects dur- 
ing gameplay. 

One little 'quirk' of the game 
which I feel should be noted is 
the fact that once you have 
finished o game you are never 
given the option of whether to 
play again, you have to! The 
'screen' merely turns black 
and is followed irjy a display Ol 
countdown numbers as seen 
on the start of a film, and then 
the game starts agam! Is this 
the only way they can make 
you have another go 0 
In many ways the game feels 
as though it has been re- 
leased unfinished, The 
graphics are nowhere near 
the quality one would expect 
on the ST and the sound is no 
better. 



SIGHT & SOUND 



Graphics tali tor short of the STs 
capabilities. Souno fares tittle 
better 



GAMEPLAY 



Uninspiring and uninteresting 



VERDICT 



A reasonable theme spoilt by 
poor implementation. US Goid 
could nave, and should hove, 
done a iol better an this one 




FACTS 



Htlo: THE GEAL 

GHOSTBUSTERS 
Publisher: Actrvlsion 
Price: £19.95 
Reviewer: John Davison Jnr. 




THE REAL 
GHOSTBUSTERS 



SIGHT & SOUND 



Graphics are quite good but 
not out of the ordinary. Sound 
effects seem to be tacking but 
me theme tune is there, a only 
you could turn if off! 



GAMEPLAY 



A lively game but sometimes 
quite confusing as the screen 
gets loo busy. PSayabitity 
seems to hove suffered at me 
expense at looks 



VERDICT 



Nothing particularly inspiring 
but then again nothing ready 
bad An average gome that 
will be at interest to Ghastbus- 
ters fans but perhaps not others 



This is the second genera- 
tion computer game of 
the cartoon series of the 
film of the tune of the book of 
Ghosfbustens, if that is the right 
order of things" I can' t help 
feeling that this game relies 
totally upon its title and 
accompanying catchy tune 
you are supposed to join in 
with all your favourite Real 
Ghostbuster heroes and save 
the city from a haunting array 
of ghouls, ghosts and things 
that go bump in the night. You 
play the part of a Ghostbuster 
who has to zap and trap as 
many creepy ghosts and 
scary monsters as you can. It 
ends up as a L hold your finger 
on the fire button ' zap 'em up. 
Graphically the game ks col- 



ourful and lively 
but at times the 
screen is too busy, 
creating great dif- 
ficulties with play- 
ability. There have been times 
when I have played this game 
when all the lives have sud- 
denly disappeared to I know 
not where. Presumably some 
Nasty has been touched, but 
it Is difficult to see exactly 
what was the cause so that 
you can avoid it in future 
The Ghostbuster tune starts at 
the beginning and goes on 
arid on and on .... It's a good 
version of this five year old 
tune, but it has all been aone 
before. Unfortunately, I've yet 
to find a way of turning off the 
tune without turning the 
volume right down. There Is lit- 
tle evidence of the promised 
ghostly sound effects. Presum- 
ably if they are present, they 
are obliterated by the tune. 



The instructions which accom- 
pany the game are sparse to 
soy the least, showing more 
advertising material than 
game hints. The most 
annoying aspect of the game 
is the time it takes between 
■■game over" and the begin- 
ning of your next go Each 
time a game is finished, over 
thirty seconds of the "Dynamic 
Introduction Screen' has to be 
sat through before another 
game con be played. This 
may be a welcome rest if you 
get a long go at the game, 
but as there were so many 
times that all my lives dis 
appeared in a matter of 
seconds, I got rather fed up. 
Whilst probably attractive to 
young 'Real Ghostbuster' fans, 
the game can only be de- 
scribed os overbearingly aver- 
age. It does not excel in any 
department but equally, none 
of it te really bad. 
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TIMERUNNER 



Red Rat are a software 
house that have sup 
ported Atari for a long 
lime and who are now turning 
their hand to the ST, Captain 
Crumble is an old friend of the 
8 bit users but I believe that 
this is his first visit to the ST. The 
story, lavishly supported by 
marketing ploys, is that follow- 
ing his retirement from world 
saving the Captain and his 
atom smasher now clean time 
corridors. Unfortuantely some 
feezles have escaped and 
these mischievous little crea- 
tures, although not un- 
pleasant, need rounding up 
before they cause uninten- 
tional havoc. Crumble rises to 
the occasion and sets off. 
Thus begins a platform and 
ladders game with no ladders. 
Grumble's movements are 
dictated by use of his Jet 
pack and the safety of the 
ground he walks on. For exam- 
ple in the first level it is most 



Inadvisable to 
step an anything 
other than the 
green carpet part 
of the haunted 
house. 

The game has 'cutesy' 
graphics, with a touch of 
whimsy in them, far example 
on the first screen there is a 
iarge portrait over the fire of 
the children's hero Pab. Teez- 
les must rank among some of 
the most sympathetic crea- 
tures ever seen in computer- 
dom and the art work on- 
screen is detailed and strong. 
Control of the gallant Captain 
has to be good since many of 
his adventures along the way 
need very accurate place- 
ment. There are many things 
to beset the hero including 
the need to find hidden keys 
to secret doors, stop Teezle 
eggs from hatching and clear- 
ing l me oo'ridcrs or- his way 
between levels. The Captain 




bonus shards that give various 
useful and some not so handy 
bonuses to him. To make the 
Captain's life just that bit har- 
der he akso needs to search 
for a time gate to enable him 
to leave a level inside the time 
limit. Should you reach a new 
level then a password will be 
allocated enabling you to re- 
turn there should you even- 
tually die. The game seems full 
of such thoughtful touches 
and shows itself well thought 
out in that way. The artist must 
he congratulated on his per- 
ception as the graphics do a 
great deal to bring out the 
underlying humour of the 
game, and the music too is 
most a pi and adds to much at 
the fun, 



FACTS 



Title: TIME RUNNER 

Publisher: Red ftat 

Price: £19,95 

Reviewer Damon Howarth 



SIGHT & SOUND 



Extremely effective graphics 
with good colours and oc- 
tane* The sound has specially 
aevetoped tracks tor the Teez- 
tes. spot effects are good 



GAMEPLAY 



Strong and uncampflcated r the 
controls make tor ease at use 
and me task to be occom- 
pushed is not i 
complicated 



VERDICT 



S loved rt r better than Stock 
Lamp and greatly superior to 
Dark Castle Treat yourself and 
buy fl. Well worth a place ff\ 
anyone's collection 



1 -yXffjJOf. 



FACTS 



"lie VINDICATORS 

Publisher: Dornark Software 

Price: £19,95 

Reviewer John Oavi&on Jnr. 



SIGHT & SOUND 



Graphics are colourful and 
bold with arcade Quality but 
scrotting could be better. Very 
Impressive sound, good sam- 
ples and excellent spot effects 



GAMEPLAY 



Quite good for one Of two play- 
ers with a few nice options like 
being able to start at higher 
levels. Improves as the game 
goes on 



Hlcety presented and a good 
conversion of the arcade oti- 
ginai but a fairly ordinary game 
that might not have long term 
oooeal 




VINDICATORS 



An armada of alien 
space ships approach 
the Earth from the evil 
Tangent Empire and the only 
way to destroy them is to infil- 
trate the enemy with your SR- 
88 Strategic Battle Tanks - 
known as the Vindicators. 
You control your tank through 
a scrolling backdrop of each 
space station, destroying 
enemy tanks and gun installa- 
tions on the way to the control 
room at the end of each level, 
As you pass through the corri- 
dors you collect essential fuel 
and weapons along with your 
points, and also the ever use- 
ful battle stars and keys. At the 
end of each level, once the 
door has been opened with 
the acoroDriate key, you can 



exchange rhese 
stars for improve- 
ments to your 
tank, assuming 
you have collec- 
ted enough of them improve- 
ments include increased 
speed or more powerful shots, 
smart shots or force shields 
and armour. You can also 
select a higher starting level at 
the beginning of the game, 
and you are rewarded for 
accepting this challenge by 
being credited with a number 
of bonus battle stars. 
Control of your tank is with 
the joystick or through the key- 
board. There is also a simul- 
taneous two player option 
whereby two tanks can fight 
together against the invading 
enemy. Shooting the other 
player can transfer some of 
your fuel to them, which can 
be useful In a tight spot as you 
do not stay olive without fuel, 



Graphically the game is both 
colourful and boid, The sprites 
are well animated as they 
move over a clearly drawn 
backdrop. The scrolling of 
these backdrops, although 
not as smooth as it could be, is 
inoffensive, in general, all the 
objects on the screen stond 
out well, and the overall 
appearance is one of arcade 
quality. In terms of sound, the 
game is very impressive. It 
loads with a fine example of 
sampled music Throughout 
the game, all the spot effects, 
such as the gun shots and ex- 
plosions, are excellent. There is 
also a brief sampled tune be- 
tween levels. 

Whilst being striking, both 
graphically and in terms of 
sound, the game itself is no- 
thing out of the ordinary, It 
holds your attention well 
enough to start with but soon 

ooses its' initial appeal. 
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This is a two player co- 
operative game 
although It is possible to 
play soio. The stars of this 3D 
shoot 'em maze are Major 
Rock Hardy and Captain Ace 
Gunn who are trying to con- 
quer tho master Xybot in his 
catacomb like lair. The action 
takes place in □ 3D maze with 
a small map showing the loca- 
tion of players and marauding 
robots. In two player mode 
each combatant may make 
their own way an the split 
screen thus overcoming some 
of the problems found in 
Gauntlet type games which 
meant parties needed to stick 
together. 

Playing is the some for both 
parties and. in fact r it makes 
little difference to play if there 
are one or two involved. 
Movement is by joystick and 
needs some nrfty twitching of 
the slick combined with fire 
button pressing to change the 



perspective of the 
warrior. The player 
view is similar to 
that found in the 
dungeons of 
Bards Tale except fo* the fact 
that the character can be 
seen a$ Ihough being trolled 
with a hand held camera. It 
quickly becomes obvious that 
successful despatch of guards 
needs either a head on 
approach or well timed 
sneaky shots round corners. 
The robots, at times, carry 
useful items with them such as 
keys, energy chargers, better 
weapons end most important- 
ly coins. These coins may be 
exchanged for a multitude of 
things at the end of level 
shop, all items here have uses 
especially the map protectors 
which do mean that the likeli 
hood of a surprise from steal- 
thy robots is diminished. 
The hand zapper that the 
heroes are supplied with is a 




powerful weapon but rapidly 
wears out and thus all power 
pods need careful conserva- 
tion. There is little sound in tho 
game apart from the useful 
spot effects and although the 
loading sequence music is 
easy on the ear, it is nothing 
overly special. The sprites are 
farge, considering that each 
player only has half a screen 
to play in. and the animation 
and scrolling are smooth. The 
game evokes a feeling of 
almost roleplaying with live 
action paintballs, which is very 
positive. 

The scenes w i-, it ••• 
Xybot one on one are fast 
and furious and there is an 
atmosphere of comic strip ten- 
sion around the game. 



FACTS 



litle: XYBOTS 

Publisher: Domark 

Price: £19 99 

Re vi ewe.- Damon Howard 



SIGHT & SOUND 



Large and friendly graphics 
with the flavour of tho comic 
strip about them. Sound effects 
ore ton but the music is some- 
what tacking. 



GAMEPLAY 



Easy independent 'buddy' sys- 
tem, tor more comfortable than 
either Leatherneck or Gauntlet 
Controls sometimes a tittle- 
dodgy though. 



VERDICT 



An interesting variation on an 
old 8 bit theme, i liked it 
although it creaked at the 



FACTS 



Title: DARK SIDE 

Publisher: Micro Status 

Price; £24.95 

Reviewer John S Davison 



SIGHT & SOUND 



Realistic looking graphics with 
solid 3-D objects that move 
smoothly. Excellent sound 
which adds to the atmosphere 
of the gome 



GAMEPLAY 



Nat just a trigger happy game, 
a iittie brainpower is required to 
appreciate the play which has 
many interesting facets 



VERDICT 



Overatt, t like Dark Side It's 
graphically and tonic ally 
pleasing, has addictive game 
ploy qualities, ana requires you 
to trunk 



wmmm dark side 



MM 




Two centuries have pas- 
sed since the time of 
Driller, and the Ketars 
(the Baddies) seem to have 
spent it dreaming up Some- 
thing Nasty to unleash on the 
Evaths (the Goodies) in re- 
venge. This takes the form of a 
giant particle beam weapon 
powered by a series of Energy 
Collecting Devices, which 
they've sneakily built on the 
dark side of Tricuspid. They 
obviously intend using it to fry 
Evath, and in just a few mi- 
nutes time there'll be enough 
power collected to do just 
that Guess who 's got the job 
of destroying those FCD's to 
save fhe planet from oblivion? 
It's not just a case of blasting 
them to smithereens though. 



First they have to 
be found, and 
then deactivated 

in the correct 
sequence. Pf you 
take one out in the wrong 
sequence If immediately re- 
generates and is soon back in 
act on again Fhe first few 
ECD's need to be destroyed 
as quickly as possible, as each 
one removed lowers the 
power collection rate, so giv- 
ing you more time to find the 
rest. 

Tricuspid is split up into sec- 
tors, each containing a variety 
of three dimensional struc- 
tures. Some of these may be 
ECD's. but others are build- 
ings, which can be entered 
and explored, assuming you 
can puzzle out how to open 
the doors, that is. The search 
for ECD's uses up fuel and 
shield energy, and if you run 
out the game's over. Supplies 



can be obtained from replen- 
ishment points located inside 
the buildings, you'll also come 
across Telepod crystals which 
enable you to use the Ketar 
Telepod machines to gain ac- 
cess to restricted areas, and 
Powerporters which offer in- 
stant teleporfation. Prowling 
around most sectors you'll also 
find a Plexor, a sort of semi- 
intelligent tank, which gets 
mightily miffed if you do any- 
thing to upset it! 
Control is via a mixture of 
keyboard and mouse or joys- 
tick, The fire button operates a 
laser, which can be used for 
operating door mechanisms 
as well as destroying things. 
The 3D graphics are all colour 
filled, with no primitive wire- 
frame structures to spoil fhe 
realism. The program manipu- 
lates them rapidly, so screen 
update Is quite fast and 
smooth. 



i>2 
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GRIDRUNNER 



* • * * ■ * * JLi * Ml 

* * * * * * - 



T 1 his latest release from 
Jeff Minter is possibly 
one of the most play- 
able gomes to be released so 
far on the ST, Many of you will 
know of the game, as it has 
appeared in varying guises or 
a number of different compu- 
ter rormats but the graphics 
have now been improved 
dramatically on and there are 
a few new 'twists' in the game 
play. 

Once loaded, you have a 
number of choices. Firstly you 
con set the games 'options'., 
such as whether the pause 
mode is to be o 'freeze' frame 
or a graphics demo. along 
with the choice to change the 
two line message which 
appears on the title screen. 
Secondly you can study the 
inbuilt 'game secrets' option 
which gives some useful 
advice on how to destroy your 
enemy. Once you hove de- 
cided to begin a game 



you are launched 
into your selected 
level and the bat- 
tle begins... 
The ship you use 
to do battle within the grid 
consists of two main parts, the 
main ship and the detachable 
nosecone. The main ship Is 
moved around the screen 
using the mouse, the nose- 
cone how evc r stays wherever 
it is left on the screen and can 
be 'called' towards the main 
ship using the right hand 
mouse button. Upon pressing 
the left hand mouse button, 
both the main ship and the 
nose cone fire simultaneously. 
The main use of this nosecone 
s to augment shots which are 
fired through It. A single shot 
fired into the nosecone re- 
emerges as three separate 
shots along with the nose- 
cone's own wide beam shot. 
The augmented shots can be 
directed forwards, to the sides. 



to the rear and to the forward 
and rear diagonals making 
the destruction of the Xtharrg 

snakes' and various nasties 
easier and more spectacular 

Graphically the game is stun- 
ning, as can be expected 
from Jeff Minter. The back- 
drops and sprites are all ex- 
tremely colourful and all of the 
action takes place at the fas- 
test speed possible. There are 
many notable graphical 
touches, too numerous to 
mention here. Put many make 
startling use of colourf low 
whereby all of the ST's colour 
palette is cycled through. The 
game's sound is also of a high 
standard, consisting of a varie 
ty of throbbing bossy back 
ground sound effects. 



FACTS 



Title: GRIDRUNNER 

Publisher: Uamasoft 

Price 49.95 

Reviewer: John Davison jnr 



SIGHT & SOUND 



Graphically stunning, sonicaliy 
excellent. Exactly the tart of 
$ight and sound thai a tost 
paced exciting game should 
have. Leaves you gasping 



GAMEPLA Y 



MHonfl Probably one of the 
most playable games so far on 
the ST. Everything you would 
expect from the man who 
made blasting real fun 



VERDICT 



Superb! Extremely playable. 
Great graphics. Good price. 
Go out and buy one now, 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer 



JOURNEY 10 THE 
CENTRE OF THE EARTH 
Chipsoft/U S Gold 
£19 99 

Damon Howarth 



GAMEPLAY 



Basically smooth, the mouse 
commands help. The arcade 
sections feei patchy at times 
and the sub games tet down 
the overall production. 



VERDICT 



An interesting took Into Victo- 
rian Science Fiction, a game 
wefl worth considering to both 
arcventwers and Scr Fi lovers. 



SIGHT & SOUND 



Digitised stills are superb, the 
arcade pictures could be bet- 
ter. Musically fairly weak but 
spat FX and sampled sounds 
add to the atmosphere. 




JOURNEY 

TO THE CENTRE 

OF THE EARTH 



Jules Verne would appear 
to be a rich field for ST 
Arcventuring and this 
game seems to contain most 
of the elements of the book. 
The pJayer's role is to become 
one of four famous historical 
scientists, each of whom have 
their own strengths and weak- 
nesses. Once a character is 
chosen the action follows a 
pretty, but unavoidable, pro- 
logue which has to appear on 
every restart which is a little 
annoying when early death 
occurs. There are some quite 
startling digitised graphics, 
some of which have been put 
into the gameplay and the 
mammoth picture made me 
wonder if fhe programmers 
had found a fame warp 



camera! Game- 
play takes place 
from a central 
mouse driven 
menu which 
allows the player many oppor 
tunities to issue commands. 
These can range from medi- 
cation which brings up a 
screen with a neatly anony- 
mous male body and a medi- 
kit. to rock sampling which 
allows the player to gauge his 
depth. Your state of health is 
shown by a slowly fading por- 
trait of fhe chosen character 
and by an array of dials that 
would do some flight simula- 
tors proud. It Is possible to 
monitor your physical and 
general condition, your vitality, 
rations, direction and water 
levels, each Icon bringing up 
a different control screen. 
The main screen consists of a 
direction chooser and a map 
of the journey with various pit- 



falls marked. Some of these 
routes lead to simple arcade 
gomes, earlier ones include a 
rock dodging game and a 
game of dodge the digitised 
mammoths. Both of these are 
more than adequate sub 
games and rack up damage 
and death on fhe character. 
There is not a lot of difference 
in play except for the fact one 
is ployed verticaHy and the 
other horizontally. Sadly these 
sub games do not seem to 
come up to the auality of the 
overall production of the 
game although there is some 
interesting use of sound which 
ranges from sampled snoring 
of your sleeping professor to a 
patchy sound of a pounding 
woolly mammoth foot. All 
map movements are accom- 
panied by a re-assuring firm 
footstep and the accompany- 
ing music is easy on the ear 
but less than atmospheric. 
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BIO 

CHALLENGE 



Following the degenera- 
tion of civilized humans 
into a weaker species it 
has been decreed that man 
kind must be transported, a la 
ftobocop, into new plastic 
bodies. Bio Challenge is "ho 
Beta testing ground for this 
new concept and thus you 
are taken to far off planets to 
search for parts of a lost 
amulet find various inimitable 
life forms and conquer them 
to see if the new bodies can 
cope. Pausing only to choose 
between one or two player 
options and to show a very 
acceptable action sequence 
which encloses the body In 
the Kiiot the game begins 
with a digitised level announ- 
cement. 

The Klipt is controlled by Joys- 
tick on o horizontally scrolling 
background and its main aim 
is to discover variable numbers 
of lost amulets in the allotted 
time soon. This is five minutes 



on the introduc- 
tory level andfour 
on all others, later 
levels having 
more parts of the 
amulet to discov- 
er and more planets to 
search. Surprisingly the crea- 
ture does not have a gun of 
any kind until if reaches the 
end of o level and its main 
defence is in spinning like a 
top as it leaps in the air or in 
dislodging floating iron bars or 
charge slabs to fall on the 
local fauna. This killing is 
necessary since the recovered 
remains of the body, when re- 
turned to the mother sphere, 
provide the energy to turn the 
creature into a living rocket 
and thereby dispose of the 
guardian at the end of a level. 
The control system is adequ- 
ate and needs to be learnt, as 
does the method of dislodging 
floating bars at the right time, 
Action is not particularly fast 




paced and on the early levels 
the time factor Is not too tight. 
The main aim. of the Klipt is to 
keep his oil reserves at the 
optimum by picking up the 
stray canisters that are strewn 
across the various planets. 
Helpful items include the 
rather shy cauldrons, these 
only appear when the crea- 
tures ore not on screen and if 
broken give various bonuses 
to the Klipt. such as time ex- 
tensions or powered armo j' 
that greatly enhance its com- 
bat capabilities. Unfortunately 
with many of the functions, 
like oil level and amulet find- 
ing, the rather cluttered infor- 
mation bar makes confusing 
reading and. especially in the 
early stages, is not too helpful. 



SIGHT & SOUND 



Above overage graphics pro- 
vide a more than adequate 
base far the game Digitised 
speech is good with the begin- 
ning graphics. Spot sound tak 



GAMEPLAY 



Controls take a bit of getting 
used fa action is smooth 
afi hough there are occasional- 
ly siuggish reactions. 



VERDICT 



A playable game, not entirely 
to my taste although H staffed 
to grow on me as 1 ptayed it. 
Probably worth a longer look 
by the prospective buyer. 



FACTS 



Title: 

Publisher: 

Price: 
Reviewer: 



LED STORM 

CapconV U S- 
Gold 

Damon Howarth 



SIGHT & SOUND 



Graphics colourful and sprites 
recognisable, though perhaps 
a ftttle small. Sound adequate 
but repetitive. Spat FX reason- 



GAMEPLAY 



Very good, fast and multi-level- 
led, good sprite control, neal 
SCroHtng. Technically proficient 



VERDICT 



} found it less than enchanting 
though it had o certain addic- 
tive quality. Probably a good 
mtntaiurtsarton ot me arcaae 
hit. that should da welt. 




LED STORM 



You are expected to 
know the scenario of 
this arcade conversion 
car racing game beforehand 
since the accompanying In- 
structions are surprisingly brief 
ond little detail is included, The 
idea is lo race along or, c v- 
vated highway picking up 
various assorted bonuses and 
energy capsules before your 
time limit runs out. 
fhe joystick controls all move- 
ments in the time honoured 
way for race games, the only 
difference being mat the fire 
button allows the car to lump. 
Negotiating this highway is 
made harder by local drivers 
who tend to get in the way, 
although they may be leapt 
over. Sharp bends, oil slicks 



barriers that need 
to be cleared 
and there are 
additional 
hazards If all that 
is not enough there are also 
mine layers and and lorries 
carrying high explosives which 
wli destroy you on contact 
The loading screen and 
accompanying pounding 
sound track add to the expec- 
tations and the game scrolls 
very well with no loss of per- 
formance. The car that you 
use is not armed but can des- 
troy enemies by landing on 
them following a leap, these 
need timing well otherwise the 
player will end up in more 
trouble than he started, My 
mind kept going back to the 
infomous Killer Cars in Monty 
python! The race is fast and 
furious and needs the car at 
full throttle most of the time 
since the time limit is none too 



generous and the collection 
of the bonus fuel and time 
tokens is sometimes very 
hazardous. It often becomes 
necessary to leap holes in the 
road, but if this fails the hover 
carrier brings another vehicle 
at the cost of much energy. 
The soundtrack is reasonable 
but lacks the power that I felt 
would help the game and the 
spot effects are quite reason- 
able even if sparse, The car 
sets off In Bugs Bunny style by 
contracting and then accele- 
rating rubber band style, For- 
tunately the joystick control is 
very precise and nothing lets 
you down on the way. The 
most annoying part of the 
game seemed to be the TNT 
trucks which always managed 
to stop you just before a level 
is completed thereby increas- 
ing the frustration, The Manic 
Frogs add a little to the 
game's colour but 
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ROUNDUP 



ST GAMES 



With so many games having been relesed in recent 
months it is impossible to review them all so here is a 
roundup of recent releses. We will come back to some of 
these with a more in depth review In coming issues 



MILLENIUM 2.2 



Electric Dreams Price £19.99 

Thte Is a space strategy game which In- 
volves a lot a data. Easy to use. hard to 
get into. 

SIGHT & SOUND; Variable, trom rhe very 
good to the more or less adequate. Pic- 
tures of bases and combat sequences 
excellent, representative maps patchy. 
Good loading sound but very little during 
the game except background effects 
and some of them can pe annoying. 

VERDICT: A good game with annoying 
bugs that make it crash, remember to 
save often. Not much help given at start 
up, some explanation of ship types 
needed. Worth a look, definitely needs 
detailed play. 



COSMIC PIRATE 



Palace Software Price £ I 9.99 

A fiendishly simple space trading/raiding 
game, hunt down merchant men and 
get a cut o' the fake. Then practice, get 
better, ond do it again until you are a 
master pirate. Lots of twists, with plenty of 
shooting in it. 

SIGHT & SOUND; indeterminate really, 
some scenes are very good, the 3D vec- 
tors are adequate, some sprites are very 
good indeed. Overall they are good 
enough for their purpose, There is not a 
great deal of sound during most of the 
game, just the expected bangs etc 

VERDICT: I liked Iff The game has some 
odd quirks r if you have a second drive 
DISCONNECT it otherwise there will be all 
sorts of fun at launch. I still can't make 
my mind up if it is Elite without the 
camouflage or just a good excuse for a 
wonderful shoot 'em up. Worth having. 



SPACEBALL 



Rainbow Arts 



Price £19.95 

Basically this is a cross between Tele Ten- 
nis ond Breakout. One or up to 8 players 
in o league. Game is different in both 
Incarnations. It plays very well in either, 

SIGHT & SOUND: Good clear ond clean 
moving sprites with a selection of excel- 
lent backdrops. Sound is basically crash,, 
bang noises but with a good loading 
soundtrack. Adequate for the game, 

VERDICT: An entertaining diversion, good 
as a two player gome and enthralling as 



one player against the odds. Well rework- 
ed classic game, try it first! 



KULT - THE TEMPLE 
OF FLYING SAUCERS 



Exxos/Ere Informatique 
Price £24.9$ 




The follow up to Captain Blood, this Is 
on enthralling, novel and difficult little 
number. Sort of graphic adventure with 
a dark side to it, Impossible to describe 
in a few short words and worthy of o 
much longer review. 

SIGHT A SOUND: Graphics are almost 
mind numbing, and fully interactive, 
sprites are large and beautifully formed 
and everything moves so smoothly. 
Good opening synth music, spot sound 
effects are well sampled and atmos- 
pheric. 

VERDICT: A difficult ond absorbing 
delve into the worlds created in Amaz- 
ing Science Fiction, the only compari- 
sons that are close are the Psygnosis 
graphic adventures. This is in a class of 
it's own with all the brilliance and im- 
pressionism of Captain Blood in it. Buy 
it. you will not be disappointed. 



TYPHOON THOMPSON 



Broderbund Price £19,99 

A responsive and somewhat different 
means of control in this water quest, I he 
skimmer is difficult to master but fun to 
use. Otherwise simple mechanics make 
the game playable. 

SIGHT & SOUND: Genecally the graphics 
are blue, the screen is uncluttered and 
good for arcade chases. The sprites are 
good and, although a tad small, moke 
for good perspective. Sound is effective 
with a digitised opening track and good 
roars from guns and worried creatures. 



VERDICT: Relies on the levity of the 
game, some foirty cute pictures and fast 
action, This chase 'em round is fairly non 
violent, clever simple and collectable. 



AIRBORNE RANGER 



Microprose Price £24, 95 

A fast and furious combat game and 
somewhat strategic, The controls work 
well and include a template for the 
keyboard. An addictive game all round. 

SIGHT & SOUND: Graphics are a bit 
blocky in the Commando mode but all 
the action is recognisable and they do 
not cause any handicap to play. There is 
not a lot of sound but the effects are 
quite suitable. 

VERDICT: A thinking man s commando 
game, it will take a lot of getting into. It 
has been out a bit now and the general 
feeling is that it is well worth getting your 
hands on, Deserving of a much longer 
review. 



FORGOTTEN WORLDS 



Capcom/U. $, Gold Price £ 19.99 

An arcade conversion of a 'buddy'' 
shoot 'em up. It works well and fast with 
lots of effects and plenty to watch out 
for. Controls make for wild shooting at first 
but familiarity and a friend help. 

SIGHT & SOUND: Spectacular backdrops 
and big smooth sprites, everything a 
shoot 'em up needs. There Is a gutsy 
soundtrack., with effects and digitised 
speech well converted. 

VERDICT: Everything about this smacks of 
a good conversion, but somehow I could 
not get into it. I can't say why but rt 
lacked that spark of compulsion, Shoot 
err up freaks will probably be overjoyed 
with it, however. 



TIME SCANNER 



Activision 



Price £19.99 



Rnball action in a big way. Mouse and 
keyboard compatible. You must attempt 
to complete five stages of pinball to 
escape a time warp. 

SIGHT 4 SOUND: For o game like this the 
graphics need to be good and they are. 
They feel like a well gifted user of Ere 
Informatlque's pinball construction kit 
was involved. All is light and bright, and 
tastefully garish in pinball style. Sound is 
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well used and sampled It gives the 
atmosphere and noises of o pinball 
machine together with gooa special 
effects. 

VERDICT: A very good game. As an old 
pinball wizard I found it addictive and 
enjoyable. I d a wonder about its long 
term payability but then I haven't mode 
the final screen yet, Probably the best 
pinball game about. 



MAYDAY SQUAD 



Tyn&soft 



Price £19.95 



A special combat mission game, select 
your own three person SAS squad and 
save an embassy. Some of the control 
swapping can get tricky in tight situa- 
tion, 

SIGHT & SOUND: Fairly good, chunky peo- 
ple in 3D corridors, good stills and News- 
paper headings at the beginning and 
the end. Sound is nothing spectacular., 
basically all that would be expected in a 
game of this ilk. 

VERDICT: Very playable although I feel 
that after prolonged use. Airborne Ran- 
ger would be far more challenging. It 
claims to be rolep laying but I am not sure 
and was not altogether happy playing It. 
Think hard before buying this one. 



G.NIUS 



lafogrames Price £19,95 

One of those platform and dodge 
games which is already known to 8 bit , 
users. There is a two player option 
although not in co-operative mode. 

SIGHT & SOUND: Graphics are well for- 
med, chunky and blend well with the 
varied and well drawn backdrops. Very 
comfortable to look at. The press release 
claims the sound to be greatly enhan- 
ced, but I am not sure what from. A 
pleasant introductory ditty and perfectly 
appropriate effects. More than adequ- 
ate for their purpose, 

VERDICT: I was not too impressed with 
this, and had difficulty deciding if I was in 
a demo mode for the first couple of 
games. The promised option screen 
seemed to be missing. The G.nius is cute 
though but he does have his problems. 
Maybe others will enjoy the challenge 
more than I did. 



Roundup 
conducted by 
Damon Howarth 



GALDREGON'S 
DOMAIN 

Pandora 
£19,95 

John Sweeney goes adventuring 
again with a Dungeons & Dragons 
type program 

In Galdregon's Domain you play the port of a barbarian hero. You have to explore the 
countryside »o find inns and dungeons, gather information from the people you meet along 
the way and complete a number of quests in order to save the world from the forces of 
evil, The game is completely mouse driven, the right button flips you between three views, 
the left button selects movements ond octlons. 

The main view Is a picture of what you can currently see ahead of you - either □ view 
down a corndor or a view across- the countryside. The graphics are excellent, with plenty 
of vanety m the 'wall' design in the various- 'dungeons' and scrolling views as you walk across 
the countryside towards forests, towers, or castles. Below this view is. a set of icons to allow 
you to use potions, scrolls or weapons, move, or flip between a menu and a Status Display 
at the bottom centre of the screen, You con olso use the mouse to select menu •ems such 
as Open. Unlock, Take. Drop, Talk. Save or Resfore. The Status Display shows your current 
Health, Strength and Stamina, all of which need fa be carefully watched throughout the 
game and kept high by use of food, potions and friendly clerics. You need fa keep the 
Stotus Display up all the rime as you explore since items do not appear in the picture - only 
as an indicator on The Stotus Display! 

The second view (fight mouse button) shows you wearing your current set of armour and 
"ICS windows for viewing the items you are carrying and the items in the current location. 
Whenever you kill anyone you use this to click on the bones to see what you can find! There 
are a few other Items scattered around - although most are. disappointingly, just empty 
cnests. 

The third view rs a map of the countryside, showing forests, towers, inns/houses, a Castle, 
a Temple, a cave, ana various standing stones. Five of the forests, the Temple, the Castle, 
the cove and the Labyrinth are actually 'dungeons' which you need to explore and map 
m detail. The countryside ond the dungeons are populated with a wide variety of inhabi 
tants: men, women, monsters and animals, some friendly, some neutral, some deodiy 1 Tnese 
appear in front of you in the main view and. again, the graphics are excellent You bo&colly 
have three choices: talk, fight, or run. 

Unlike Heroes of the Lance where the philosophy is "if it moves - kill it!", you should talk 
rc everyone you meet - you need to know who they are. and a lot of them will give you 
information. The text appears on a single line below the view and scrolls swiftly off to the 
left. Once you have ascertained whether you have met a good guy or a bod guy, you 
might assume that you should then follow the more interesting philosophy of 'if It moves and 
it's evil ^ kill it!' as in Times of Lore. Now I may hove missed something, but I followed that 
philosophy and wasted many hours being a nice guy and getting nowhere, As for as I can 
tell the philosophy in Galdregon's Domain is 'if it moves - talk to it. THEN kill it 1 ' 

Nothing ever actually 'moves' in Galdregon's Domain. Arthough the graphics are excellent 
mere is no animation at all the characters appear in front of you from nowhere, you fight 
them by selecting a weapon and clicking on the chorocter you wish to fight, eventually 
(if you win!) the character will be suddenly replaced by a picture of a corpse. 

The game is not perfect. Death comes too easily and forces a complete reload, The 
positioning of icons and use of menus has not been thought through careTully enough - you 
very often die while frying to issue a command such as Switch Weapons or Load Gome 
just because it takes too tang to issue the command. 

The original version would not work at all on my old 520ST with external Sf 354 diskette drive 
and had a number of other bugs. If you have problems make sure the version you have 
says 'V6' during the loading sequence, bui even that version only occaslonaiy loads on 
my Sf 354. Most of the time the startup message says 'So Brave Ptrate - you decided to break 
the law" and won't let me out of the castlel 

Your objective is to acquire five gems and return them to the king, unfortunately the gems 
are possessed by five particularly nasty monsters. The game is full of all sorts of weapons, 
pofions. scrolls, information ond speciol items, ana you will need lots of these in order to 
vanquish all the monsters. There is also one set of armour scattered widely throughout the 
land - you will need most, if not all. of mis. to win. 

Despite its limitations and occasional unfriendliness. Galdregon's Domain is quite a nice little 
-Dungeons and Dragons' introductory game - well worth looking at if you enjoy a bit of 
mapping, fighting and qu»$ftig< 
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REVIEW 



Mini Office Professional 

Spreadsheet and Communications 

reviewed by Matthew Jones 



Some years ago, when I still used my 
Atari 800, Database Software pro- 
duced a collective program com- 
prising of several modules under the title 
Mini Office', which originated on the BBC 
micro. They were aimed <il people who did 
not need full blown and expensive prog- 
rams, but just needed to do a basic task of 
work. The result was a very workable sys- 
tem. Now, Database have released an ST 
version under the title 'Mini Office Profes- 
sional', With the professional range, Data- 
base has broken with tradition and is sell- 
ing modules individually, each costing 
about the same as the complete eight-bit 
system. So the question is, does the Profes- 
sional series match its name, and are they 
value for money? Two modules have been 
released so far, Communications and 
Spreadsheet. 

Each module of the Mini Office Profes- 
sional scries comes in u box a little wider 
than a Filofax, which contains a manual, 
registration card, and two single sided (un- 
protected) disks. The Spreadsheet also con- 
tains a quick reference card, the Com- 
munications contains a 'getting you star- 
led' card. In each case, one of the disks is a 
startup' disk containing useful accessories, 
and the other contains the program, 

THE SPREADSHEET 

The spreadsheet module has the thicker 
manual, with 130 pages covering: QuiLk 
Start Tutorial, a short introduction to get 
you started; Basic Concepts, describing 
quite well what a spreadsheet is, how it 
works, and why you use it; a Tutorial, 
which has a much more thorough exam- 
ple {possibly a bit fast for some); a Prog- 
ram Reference; a section on the Desk 
Accessories provided; and a chapter which 
tells you about backing up the disks, using 
GEM and installing printers In general, I 
was impressed with the manual, it is well 
written and uses good examples. 
Nothing is perfect however, and I thought 
thatit skipped over a few topics too quick- 
ly, and it ignores some important ones 
completely. For example, one important 
aspect of spreadsheet prepa ration is the 
copying of formulae. The program offers 
two different ways to do this ■ absolute, 
where cell references ore copied un- 
changed and relative where they are al- 
tered to suit the column (i.e. a reference to 



cell A3 copied to 
column B would 
becoming B3). Un- 
fortunately, there 
are times when 
you need to do 
both at the same 
time, adding the 
VAT rate held in a 
cell onto a table of 
figures for inst- 
ance. Tucked away 
in an appendix is 
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the solution to this 
- the ability to 
mark a reference 
as absolute, but if 
you didn't expect 
one, you'd never find it! 
The spreadsheet program is actually very 
powerful., und does indeed deserve the 
'professional' name. It can support up to 
four spreadsheets (though in a 512K 
machine they will be need to be small to 
all fit in at once), and has a large 'control 
panel' filling the top third of the screen 
The spreadsheets are displayed in windows 
below this, displaying 14 rows at a time. 
The control panel has a lurge formula 
editing window, and buttons which are 
used to select the cell type, text 
justification and the number of 
decimal places tor results. Enter- 
ing data is done by moving the 
cell cursor to the desired input cell and 
typing. The text is entered using the con- 
trol panels editing window, and termin- 
ated by pressing Return. If you do not 
want to type all the cell references, you 
can poinl using the mouse. 
There are some good ideas in the spread- 
sheet, one is the Group facility (it may not 
be original but I've not seen it before). This 
allows you to speufy that only certain 
rows and columns will be displayed when 
one of seven groups is selected. This allows 
you to cut out perhaps detailed informa- 
tion when you wish to print out or present 
data. 

The spreadsheet is powerful in its prog- 
rammability and the functions provided. 
Tor the latter, there are table look-ups and 
sort facilities which make possible very 
complex J What if?' models. The program- 
mubility allows very intricate applications 
to be written. Some demonstrations are 
supplied, and I was quite surprised by their 
capability with brevity. One demo creates 
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a group which contains only the females 
from o to hie of data on people. 

Unfortunately, getting all the power out 
of this spreadsheet is going to be slow, I 
found it very slow entering data, so I did a 
little test. I typed in the number 1 1 ' forty 
times, and then I had time to set my 
wotch to 't hrono" and record 50 seconds 
while it caught up! I tried turning off the 
auto move, in case scrolling was the prob- 
lem, but it still took 30 seconds to com- 
plete. This really is slow, and due to spend- 
ing a lot of time updating the screen - 
much of it unnecessary since nothing had 
changed in the button displays. Since it is 
easily cured, I would hope for an update 
soon (both programs are at version 1.00). 
Another slight niggle is the leaving out ol 
a repeating character method, which 
allows you to put in lines surrounding 
tables {it may actually be there, but I 
couldn't find It). 

None of the problems are serious enough 
to stop the use of the program - the power 
outweighs the problems and they will 
probably be cured. 



B 



efore I express my opinions on 
the communications module, I 
ought to express my 'interests'. As 
you may know. I did the programming for 
the conversion of Vicom to be FaSTcom on 
the Atari, and in fact am still working on 
Vicom on the Mac. I hope this does not 
colour my review adversely, and I think it 
makes me all the more qualified to make 
comment. 

I he manual for the comms program has 
a similar layout to the spreadsheet but is 
not as good, despite being by the same 
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authors. The writing is good, but it does 
not provide the information that is re- 
quired for such a complex task as telecom- 
municating. Given that driving a modem 
is quite enigmatic, it is not good enough to 
state that if your modem is not included in 
the supplied files (only two are, the Hayes 
and MicroLink modems) then you will 
need to look in your modem manual to fill 
in the dialog. It took months to write reli- 
able drivers for FaSTcom, so how is a user 
Is expected to survive with just that simple 
comment? Further, provision of a 'direct 
connect" modem driver would be useful for 
those using the program as a simple 
terminal 

Another item that should be included is a 
pin-out of the Atari serial port. The correct 
cable for the modem is an important part 
of getting on line, and while most people 
can use a 'straight-through' cable, some 

COM MS 

cannot so assistance would he useful. 

The comms program supports both tele- 
type und viewdata (Prestel), After loading, 
il opens a GF.M window which acts as a 
teletype terminal. In normal use, with an 
auto-dial modem, you select the dial op- 
tion, and click on a service from the di- 
alog. The program then dials up, and 
when connected it will send a log-on script 
for you, before leaving you online. 

The phone book is changed via another 
dialog, which allows you to specify the 
terminal type (TTY, VT52, VT100 or view» 
data) as well as the problematic baud rate, 
stop bits, parity etc The possible baud 
rates are 300, 1200/75, 1200, 2400, 4ftQ0 r 
& 9600. A nice touch in the phonebook is 
space to enter notes about a service. 

Another dialog allows you to define 
strings sent when function keys are press- 
ed- One set applies to all terminals and 
services. 

ln use, the teletype screen can be confi- 
gured further. As well as the ability to 
change any of the options set in the 
phonebook, it is possible to specify the 
terminal width and the use of a large or 
small font. Why these were left out of the 
phonebook, I cannot guess. 
The teletype mode performed adequately, 
but it does not support scroll-back for view- 
ing previous screens which I think is re- 
grettable. I hud a seemingly unresolvable 
problem connecting to the University VAX. 
Information I typed was received by the 
computer okay, but sent back with a par- 
ity problem. Other information sent by the 
VAX was fine, and adjusting the parity 
sellings, etc just made it worse. This may 
not be a problem with Mini Office Comms, 
but I do not have comparable problems 
with other terminal software. 
The program uses only a small input 
buffer, which is easily overrun at higher 
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speeds, which will lose information unless 
you use flow control. Another potential 
problem for some users is that the Break 
button, displayed in a panel with other 
options like Local Echo and Auto LF at the 
bottom of the screen, produces what they 
call a J real break. To them, this is sending 
Control -P twice, which will interrupt the 
MicroLink computer properly. The rest of 
the comms world considers a true break to 
be a half second zero signal on the comms 
port but given that Database run Micro- 
Link, and it may be more useful to its 
users, it is fair enough. 

Mini Office Comms is not all bad 1 bough, 
it does have some good features, among 
which are the ability to show control codes 
(useful for working out what is going 
wrong on VT100 screens) and the ability to 
transfer files using X-modem, Kermit and 
plain AM CI I X-modem is just the plain 
variety, with no Y,Z or window variations. 
The Kermit implementation includes facili- 
ties to GET files from a remote server. 

A final feature is 
a modified closer 
button an the win- 
dow, which 
changes the TTY 
screen to be a 
viewdata screen, 

The viewdata 
mode displays 
three windows, 
one occupies half 
the screen display- 
ing the comms ses- 
sion, the others 
contain buttons 
which send useful 
character sequ- 
ences down the 

line, either Prestel commands, or attributes 
(double height, red, etc) but some of these 
did not always respond. 

The program includes no message prepa- 
ration facility, other than the noiepad 
accessory which is not suitable for viewda- 
ta. It does however have a frame saver 
and viewer, good for offline viewing. 

The main problem I encountered with the 
comms module was the general operating 
speed, and especially the 1200/75 baud 
emulation. Selecting to send a mailbox 
brings up a screen which the cursor beetles 
across for about 15 seconds after the sig- 
nals stopped coming from Prestel. Even 
worse, when typing at the split speed, the 
transmission interrupts the reception, so 
you risk losing the reception of the echo if 
you type too fast. Since you will lose your 
position on the line, and think you mis- 
spelt a word if this happens, sending a 
mailbox is impractical unless you are pre- 
pared to type ridiculously slowly. The tele- 
type mode suffers similarly, FaSTcom did 
not suffer from these problems, so it is 
possible to fix, and it spoils an otherwise 
good emulation. 



A facility that the program offers is Prestel 
telesoftwure download, bul I could not gel 
it to accept a single program from Prestel. 

UTILITIES 

Each program comes with an identical 
disk with four desk accessories, a calcula- 
tor, memopad, text editor and disk utility. 
The latter allows operations such as for- 
matting, folder create, rename, print file 
and directory. The text editor is a rudime- 
ntary one, but adequate for the job. Enter- 
ing too much on a line caused an alert to 
appear that I could not get rid of. but 1 
was pushing it hard. The memopad is 
based on the text editor, and can autoload 
a file of reminders. 

1 tried booting the utility disk, but was 
unable to loud Ihe programs due to lack of 
memory on my 51 2K machine. A program 
is provided to alter Ihe memory require- 
ments of the accessories, but you ought to 
be able to run programs 'out of the box'. 
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CONCLUSION 

Although it may seem that 1 have found a 
lot of faults in Ihe programs, they are 
good. The spreadsheet could do with a 
little tuning, bul it has a lot of power now 
and is very good value for money. The 
communications needs a little tuning too, 
especially with regard to the 1200/75 baud 
use which is currently unacceptable. It is 
currently usable for some purposes, but 
most people will want to wait until it has 
been tightened up. Database are due to 
release three more modules: a Document 
Processor; a Database; and Presentation 
Graphics and it will be interesting to see if 
any lessons from the first two modules 
have been learnt. m 



MINI OFFICE PROFESSIONAL 
SERIES 

Spreadsheet £24.95 
Communications £24 95 

Published by Database Software 
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PROGRAMMING 




GETTING IT DOWN ON PAPER 



Peter Hickman 
introduces a new 
programming 
series with a 
utility that will 
help you submit 
programs 
together with 
an animated 
picture that you 
can type in 



For some years now PAGE 6 has had 
cj reputation for publishing high 
quality program listings for the 
8-bit machines, while ST owners have had 
little except reviews and small programs 
written in ST BASIC (put those sick bogs 
away at the back!) and Assembly Lan- 
guage. Well now STOS has arrived and 
with it comes the opportunity for every- 
body in the 16 bit community to have a 
bash at beating brill programmers like 
Paul Lay at their own gome. 
While STOS is the almost perfect language 
for magazine listings as far as basic prog- 
rains go, you may have been wondering 
how you can include all those juicy sprites, 
music, and screens when they are held as 
MBK. files on disk and not DATA state- 
ments within the main program. Well, the 
guys at IAWX/MANDARIN have thought 
Of this problem and on your Accessories 
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QUTDATA2. ACS 

DATA GENERATOR FDR STOS BANKS 
FfiANOIS LIONET 
PETER HICKMAN 

TO ALLOW PEOPLE TO DUMP STOS 
BANKS TO DISK, READ* FOR 
MAGAZINES SUCH AS PABE 6 TO 
PASTE THEM BTTRAIBHT INTO THEIR 
DTP PROGRAM ALDHB WITH STOS 
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disk you will find two sparsely documented 
files called INPDATA.ACB and OUT- 
DAT A.ACB 

OUTDATA.ACB is an accessory which will 
dump the contents of a memory bank to 
screen or printer in a format which allows it 
to be re entered into 1NPDATA.ACB thus re- 
creating the memory bank. By using these 
accessories to create listings of memory banks 
it is possible to submit programs which make 
extensive use of these files to magazines for 
publication. Now we all Like to make things 
easier for the publication team and in an 
ideal world everybody would send in unfor- 
matted text files of both programs and mem- 
ory banks. Unfortunately there is a problem, 
OUTDATA .ACB is unable to output these 
listings us unformatted text files. 
So what can you do? Well, try typing in 
Program 1 (you can ignore the rem state- 
ments). This handy piece of code is designed 
as a direct replacement for OUTDATA,ACB, 
and incorporates an option to create those 
illusive text files from your memory banks. 
All you have to do now is send in those STOS 
programs, and remember you should (If you 
don't want to lay awuke at night haunted by 
the screams of the editor!) send in the source 
code (BAS files and .MBK files) as well us text 
versions of both (use the SAVE "FILENAME- 
ASC command to gel ASCII versions of STOS 
programs}. 

To get the ball rolling, Program 2 is a small 
STOS animation demo which will load a com- 
pressed picture bank from disk, grab some 
screen blocks from it, store the blocks in 
strings and then draw a display using the 
string blocks. By following these simple steps 
you should end up with a working version of 
the first STOS program published in New 
Atari User. 

1) Boot your machine with the backup of 

your STOS master disk. 

2) Insert your accessories disc and use the 

ACCLOAD command to load INPDA- 
TA.ACB and use the HELP key to get it 
running. 

continued overleaf 
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TABLE 1 Data to 
recreate a picture bank 



3) following the? prompts enter the data 

from TABLE ] onto the screen, the 
program will automatically know 
when mistakes are mode and will 
stop when oil the data has been 
input. 

4) Again , follow the prompts and using a 

blank disk save the data as- 
PICTURE1.MBK . 

5) Type in PROGRAM 2, sove il onto the 

some disk os PICTTJRELMBK and 
then type RUN. 

So there you have it, the simple way to 
get your ST OS programs published in NEW 
ATARI USER, If you hove a program writ 
ten using STOS send it in and share it with 
all of the other ST owners starved of type- 
in listings. _ 




MORE STOS 
LISTINGS! 

The reason we have not published 
many type-in listings for the ST is that 
the programs have either been very li- 
mited, as with ST BASIC, or have Re- 
source or support tiles that cannot he 
printed. Now that STOS listings can be 
printed complete with pictures, sounds 
etc. to be typed straight in we will start 
to publish whatever STOS listings you 
send in. Peter Hickman will be running 
the STOS column in future issues 
which will include hints and tips as 
well as program listings. Start writing 
now and send your programs, hints 
and tips, to Peter Hickman, c/a NEW 
ATARI USER, P,O r Box 54, Stafford, 
S116 IDR. 



ORIGINAL FILENA»€ : PICTURE!, M8K 
BANK NUMBER s 5 
BANK LENGTH * 1536 



AHr% ! 













OOOO ! 


fJOV f 


1963 


•0O06- 


OOOA 


0033 


OOOO 


0014 1 




m,ni 

'. .I ._ ■ L ■ 




052B 


•OOOA 


0235 


002C I 




OO07 


O707 


0077 


0555 


(>.'^3 


003C 






0457 


0347 


0237 


OOOO 


O066 


0O4C 




99cc 


99CC 


0066 


3366 


33O0 


99CC 


0O5C 




-5 i Cj£j 


330O 


99CC 


99CC 


O066 


3366 


0O6C 




T7Lli 


00 99 


O099 


0033 


4633 


66O0 


0O7G 




not"* 




i&OO 


CC99 


c:C99 


O033 


OOBC 




CC99 


CC9*? 


0033 


6633 


6600 


CCOO 


0O9C 




CC66 


0033 


9933 


990O 




CC66 






990O 




CCfaA 


0033 


7^.0 


9900 


OOBC H 




0O33 


9933 


99O0 


33O0 


330O 


66CC 


oocc 




33"79 


3500 


•biCC 


6ACC 


O09^ 


3399 


oodc : 




0099 


3399 


3300 


66CC 




OOEC 




0O03 


O700 


3070 


003E 


FCOO 


OC1C 


OOFC ! 


QOO 1 


COBO 


oooc 


1C03 


07C3 


E700 


010C 




or. 1 1 


OOO 1 


FO03 


OFFO 


COOO 


3C7C 


one 




0700 


oc ic 


3COE 


1C7E 


SC 00 


01F3 


012C 




OOO 3 


07FO 


3F7B 


COOO 


OIFC 


3FBC 


013C 




3C 1 6 


3630 


0307 


BOOO 


OFEF 


CFOO 


014C 




C3CO 


OA07 


BC3C 


3E3C 


3F0O 


3c:3£ 


015C 




BFQO 


3S7B 


roc3 


E3C0 


0E1E 


3COF 


01 6C 




OOBO 


OFOC 


1 COF 


0070 


F073 


33CO 


017C 




003C 


1FOF 


COEO 


0F3S 


700F 


OEOO 


01BC 




3870 


OFOO 


3C07 


O3F0 


F80F 


EOCO 


019C 




FO03 


C03C 


3FE0 


OFOO 


3C0 3 


OOFC 


01 AC 




OFFFl 


OOFO 


03C0 


3C3D 


3CF0 


FBOF 


01BC | 




0O0F 


7C3E 


OOFO 


03C0 




01CC 




3C7C 


O307 


IF OF 


O00F 


1E1F 


OOFO 


OlDC 




CA3C 


1E3C 


3£3C 


0F1F 


8O0O 


3C3D 


01 EC 




OAOF 


ooeo 


OFOO 


7F3F 


ECC4 


O3C0 


OlFC 




3C1C 


3E3C 


oo 1 1- 


OFBB 


303C 


3C0E 


020C 




0F07 


OOO 3 


aqoo 


3B30 


1COE 


OOOF 


021C 




OOFO 


FBOE 


GC07 


O30O 


SOOO 


Otoe 


022E 




7C3F 


coso 


oi oo 


COOO 


1B00 


1 FOE 


023C 




FOOO 


7B3C 


79 3C 


OOIE 


OF1E 


OF OC> 


02 *C 




1-tKJC 1 


F0E1 


FOOO 


7B3C 


7B3C 


OOIE 


02SC 




87C3 


87C3 


O0B7' 


00B7 


OOOF 


1EOF 


026C 








EtFO 


E1O0 


C3B7 


C387 


027C 






3C7S 


3C7B 


OOFO 


ElFO 


eioo 


028C 






rsFF»7 


00C3 


E1C3 


E1O0 


P07S 


029C 




1 E 3C 


1 EOO 


0F67 


OFB7 


OOC3 


E1C3 


02AC ! 


F07B 


0O3C 


1 h 3C 


I EOO 


3 COO 


3CO0 


028C 3 


OOE 1 


C3E1 




B70F 


B70F 


OO 1 F" 


02CC 1 


78F0 


76F0 


OOfi s 


C3E1 


C300 


B70F 






OOl E 


009F" 


CF*?F 


CFOO 


E7F3 


E7F3 


02EC 




FCOO 


7E3F 


7E^F 


O09F 


CF9F 


CFOO 


02FC 




OOF 9 


FCF9 


t LtiO 


7E3F 


7E3F 


OO/L 


03OC 




F9FC 


F900 


F3E7 


F3E7 


OOCF 


VF C F 


03 1C 




I^F fl 


OOFC 


F9FC 


F90O 


F3P / 


F3E7 


032C 




no 


St oo 


3FOO 


F3F9 


F3F9 


OOFC 


033C ! 


Jr 


r E ije 

Jr Tf 


QOCF 


E7CF 


E700 


F If 9 


034C !■ 


7EFC 




■^t ^F' 


3F9F 


OOCF 


E7CF 


035C : 




9F3F 


9F3F 


007E 


FC7E 


FCOO 


036C I 


(HIE 7 




CFOO 


9F3F 


9F3F 


0O7E 


037EJ ! 


F9F3 


F9F3 


0OE7 


OOE7 


OOFF 


OOFF 


03BC 




OQF r- 


OOF f 


OOFF 


OOFF 


OOFI 


OOFF 


Q39C 




OOF-'F 


OOFF 


OOFF 


OOFF 


OOFF 


OOFF 


03AC 


E 


OOFF 


OOFF 


OOFF 


OOFF 


OOFF 


OOFF 


03BC 


[ 


0OFF 


OOFF 


O0FF 


OOFF 


OOFF 


OOF 1' 


03CC 


6 


OOFF 


OOFF 


oooo 


FBOO 


FBOO 


FBOO 


03TJC 




FSOO 


FBOO 


FBOO 


7©OD 


FSOO 


FBOO 


03EC 




FBOO 


FSOO 


FBOO 


FOOO 


FBOO 


FFJOO 


03FC 




f boo 


FSOO 


FSOO 


FSOO 


7HOO 


FBOO 


040C 




fboo 


FBOO 


FBOO 


FBOO 


FOOO 


03B0 


041C 




FE6F 


BEE3 


BFEE 


EBE2 


37EE 


FAA2 


042C 




A23E 


E2CE 


C1A2 


3CE6 


BAB3 


A23E 


043C 


EA6A 


9FA2 


2EAE 


SAB3 


AA7C 


AEFA 


044C 




FAF9 


E T & Fr 


EtOB 


OFSO 


3FFF 


BE03 






OOEO 


OOFB 


OOFB 


OOFS 


OOFS 


OOFB 


046C 




oof a 


007B 


OOFB 


OOFB 


OOFB 


□Of B 


047C 




OOP H 


OOFO 


OOFS 


OOF El 


OOFB 


OOFB 


04SC 




OOFB 


OOF fJ 


007B 


OOFB 


OOf B 


OOFB 


o*9c 




OOFB 


OOF9 


OOFO 


OOFB 


OOFB 


OOFB 


ow 


: 


OOFO 


0OF8 


QOF B 


0O7B 


OOFB 


OOF G 


04BC 


: 


OOFB 


OOFB 


OOF FJ 


OOFO 


OOFB 


OOFB 


04CC 




OOF fl 


OOFS 


OOFB 


OOFB 


007S 


OOFH 


04DC 




OOF U 


OOFS 


OOFB 


OOFS 


OOFO 


ooRti 


04EC 




OOBS 


O0B8 


OOBB 


OOBS 


OOSB 


007F3 


04FC 




OO&B 


OOBS 


OOBB 


OOBS 


OOBS 


OOF O 


050C 


! 


QOBB 


OOSB 


OOflFJ 


OOSB 


OOSB 


OOBB 


051C 




oobb 


OOBB 


ootttt 


OOBB 


OOBS 


OOBB 


052C 


! 


51BC 


6319 


C631 


BC63 


1BC6 


JlBC 


053C 


! 


9CA3 


IBCt 


39€F 


BOFF 


FFEF 


FFFF 


054C 




63ie 


CA31 


BCA3 




31BC 


63IB 


055C 






318C 


*0OOA 


031B 


C631 




1 0574 


; 


6318 


CtS31 


ftCh3 


1BC6 


31GC 


631S 


05BC 


s 


8C63 


1BC6 


■ IMC 


43 li 


C631 


8C^3 


: 059C 




63 IB 


C630 


•OOOA 


O0A0 


B6B4 


O0O3 


05B4 




B6B4 


0003 


BiB4 


0003 


BAB4 


Ot5A 


05C4 




014E 


0O0O 


0002 


0159 


OO0O 


05AC 


05D4 


! 


0O03 




015B 


OOOO 


0OO9 


0341 


Q5E6 


! 


054* 


4C4i 


4753 


0000 


0002 


OO02 


05F6 


! 


0777 


0002 


4330 


*0004 


OOOO 


OOOO 



O002 
OOOO 
0733 
3366 
99CC 
3300 
CC99 
6633 
CCOO 
O033 
CC66 
66CC 
330O 
O099 
0C1E 
IETF 
3C3D 
C30F 
3COF 
OE1C 
OOOF 
003C 
1C3C 
FO03 
OFOE 
FEOF 
003C 
7C0F 
7BF0 
FCOE 
IF" OF 
1COF 
03FB 
O0O7 
OOE L 
B7C3 
OF t E 
J EOO 
OOOF 
C3O0 
F07B 
EIOO 
7BF0 
3C1E 
EJ /OF 
O0F9 
G7F3 
007E 
9FOO 
OOCF 
7EFC 
F3F9 
E700 
F9F3 
FC7E 
OOFF 
OOFF 
OOFF 
OOFF 
OOFF 
F90O 
FBOO 
FBOO 
FBOO 

00 3B 

1 AAA 
EESfi 
FBF3 
BOOO 
OOFB 
OOFB 
O0F9 
OOFB 
OOFB 
OOFS 
OOFB 
OOFB 
OOBS 
OOSB 
OOBS 
0O7B 
OOFO 
6316 
FFFE 
C63) 
19C6 

• OOOA 
1BC6 
B6B4 
OOOO 
OOBZ 



OOO 2 
OO70 
0373 
330O 
0066 
99CC 
CC99 
660O 
r:.:66 
9933 
CC66 
O099 
66CC 
O0'?V 
ITO/B 
0307 
FC03 
3F7F 
1F00 
f 0E3 
OOOF 
3F1F 
3BOF 
C03C 
icoo 
SOOO 
007E 
COOO 
FB03 
1C07 
FBF1 
COEO 
F0O3 
03O0 
FOEl 
B7C3 
OFOO 
3C7B 
It OF 
C300 
0O3C 
FO70 
7BF0 
3COO 
OOIE 
FCF9 
E7F3 
OOFC 
3F7E 



Ch»ck ! 

1 1FB1 
1 OB AB 

02223 
0760S 
2CE62 
29A96 
30096 
331 FE 
4C9FE 
J 430FE : 
! 4FCFE 1 
: 26697 I 
i 2022F : 
; 19CCB : 

! 17C61 I 
! 1ECD9 
! 3+OCE 
! 1AC29 
I 1A435 
i 2D53D 
I 23C9B 
1 32963 
! 1A4&9 3 
! 3 1 DB 1 ! 
I 2BB44 ! 
\ 3&A2B : 
I IB69E 1 
i 23693 1 
1EEA3 i 
30025 1 
2A0S2 1 
1 

1D792 3 
I 19118 3 
J 326BF 1 
! 30E3A 3 
I 2F074 1 
I 1892A 1 
t 3A3S4 1 
I 3EODO 1 
!. 3C3CO : 
30F4B ! 
29600 ! 
30£|C ! 
3S7DE 1 
46D34 l 
567A2 : 
2F66B ! 



1331 
OOOO 



7E00 
OOFC 
CFOO 
F9F3 
FCOO 
OOFF 
OOFF 
OOf F 
OOFF 
OOFF 
FBOO 
FBOO 
FBOO 
FBOO 
BFFS 
EEEO 
A-J3E 
BEE 2 
FE8C 
OOFB 
OOFB 
OOFB 
OOFB 
OOF 1* 
OOFB 
OOFB 
OOFB 
OOSB 
OOBB 
OOSB 
OOBB 
OOC6 
C631 

6i at. 

8C63 
31BC 
0631 
■5 3 BC 
OOO 3 
05 AC 
41^4 
•O0O4 
OOOO 
OOOO 



: 402EA ! 

j 437CA ! 

1 41ADB \ 

I 5FA60 ! 

: 4D746 I 

: 1F9B0 : 

J 0O7F8 ! 
1 O07FB ! 
] O07F6 3 
1 O07F6 I 
! 4D9FE I 
3 74000 t 
! 76800 3 
1 7400O ! 
! 393B3 3 
I 5A53C ! 
54310 3 
544A8 ! 
52110 ! 
O07AB ! 
O0740 ! 
OQ76B E 
00740 E 
: 0O7BB ! 
! 0O74O ; 
1 0O7B8 I 
[ 0074O ! 
I 0O66S ! 
S O0430 ! 
L O04AB [ 
L O0430 E 
i O04E6 : 
3 35AD3 ■ 
3 4FEBF S 

! 2EA5A 1 

■ 36951 3 

! 2B6B3 1 

! 39760 ! 

[ 22B2B I 

! 049FB t 

1 1F62F i 

! ODCOF 3 

i 14AAD 3 



END OF BANK 
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Stw Ahtri t'set JfjwJ) 



tO rmm I NOPE YOU TYPED THE OATA FROM TABLE t INTO THE INPDATA ACCESSORY ! ! 

20 1 
50 ■ 

40 key off : mad* G 1 cun off 1 flash off I hid* 
50 din COL* (3) 

60 for LOOP- 1 to 13 i eras* LOOP < nwt LOOP 
70 rmrvi as work 7,1534 
00 r»i»rvi as scresn S 

90 els B 

10O t 
110 ■ 

120 r*m LOAD AND UNPACK PICTURE 

130 load "pi cturel _ mbk'* ,7 
140 unpack 7,8 
ISO erase 7 

160 t 
170 1 

ibo rmm grab screen blocks 

190 PAT l**screen# (6,0,0 to 16,16) 

200 PAT2t-scrBBnt(S,0,17 to 16,331 

210 PAT3*-ser«n*(S t 0,34 to 16,50) 

220 PAT4*-scr sen* (8,0,5© to 16,67) 

230 WRITE*=scre*n$ CB,0,6B to 200,1191 

240 1 

25© ] 

260 rmm DRAW FOUR EVER DECREASING BOXES 

270 for LOOP 1*0 to 171 step 16 

28© for L0OP2=0 to 32© stsp 16 

290 scr*«fi*t8,LOOP2 1 LQaPl)«PATl* 

300 nMt LDDP2 

310 next LOOP! 

320 1 

330 for LOOP 1* 16 to 175 stsp 16 

340 for LOOP2-16 to 208 stsp 16 

350 scrsen* <8,LOOP2,LDOP1 ) -PAT3* 

360 nm*t LDOP2 

370 n«t LOOP1 

3BO for LOOP 1-32 to 159 stsp 16 

390 * 

400 far LODP2=32 ta 272 stsp 16 

410 scrssfi*<8,LODP2 T LDOPn^PAT2* 

420 nmxt LOOP 2 

430 rtSKt LDOP1 

440 : 

450 for LDDP1=»48 to 143 step 16 

460 for L0QP2«48 to 256 stsp 16 

470 screen* (a T L0aP2,LODPl>»PAT4* 

4 B0 next L0OP2 

490 nmnt LOOP1 

5©0 i 

510 : 

520 rem PLOT TEXT ONTO BANK B THEN CDPV WHOLE SCREEN Tu PHYSIC 

530 scre*n*£8 f S0 T B0>=URITE* 

540 got palstts <B> 

550 screen copy 8 to physic 

560 erase 8 

570 : 

5E3G : 

59© rmm INTELLIGENT COLOUR CYCLING USING INTERRUPT DRIVEN FLASHES 

6O0 for LOOP*ll to 14 

610 COL*(LOOP-1 1 > *r i oh t*< he** (colour (LOOP J ,3) ,3)+" ,4 U 

620 newt LOOP 

630 wait vbl 

640 flash 11 , n t"+C0L* t0)+'V) ( " +COL * ( 1 ) + " ) t "+C0L* (2) +" > i "+C0L* (3) +" ) " 

65© flash 12, " ( "+C0L* U > +" > t "+C0L* (2) + w ) « "+C0L* <3> +* 1 ( "+COL* <0) +" ) " 

66O flash 13," ("+C0L*(2I +" ) { "+C0L* C3> + M ) ( "+C0L* (O) +" ) < "+C0L* U > > " 

670 flash 14, " ("+C0L*(3>+*^ ("+C0L* (0)+" ) C"+C0L* U ) +" ) ("+CDL* (2) + "> H 

6S0 clear key 

690 wait key 

700 : 

710 1 

720 rem THIS NEXT LINE DOES THE SAME AS TYPING IT IN DIRECT MODE* ! 

730 rem ANYBODY GOT ANY IDEA'S FOR SELF MODIFYING PROGRAMS? 

740 put key "reset * " 
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MAKE YOUR ATARI HAPPY! 

Get some back issues NOW! 



PAGE 6 back ifihufiS ifipiesenl an excellent way of increasing 1H* an|oymen| ol 
your Alafl WUh articles ta enlighten you. programs to 1ypc in i>r»rJ reviews ot 
;,£>fiwiirt lei guide you. Almost all at the content of past issues WW be as fresh 
and fSltvam 1cdsy as when It appeared • increase your enjoyment now, belore 
It's tOC Ills! Disks an available tor all issues, containing all the 8-bit programs 
from each issue rOftdy to run, ind Ihey offen include bonuses not found In lha 
magazine. 



Limited numbers ot the following are still avtlfstlt 
ttt&crlptfcn ot contents 



S« earlier issues for full 



ISSUE ?0 



GRAPHICS SPECIAL includes Touch Tablet utilities, DISK ALSO 
AVAtSARl r WITH BONUS PICTURES 



ISSUE 21 - InclUdH ■ Gulda To Error Codes. DISK ALSO AVAILABLE 
ISSUE 22 - Includes a type- in spread Sheet. DISK AVAILABLE WITH BONUS 
The following IttUt* are Still available 

ISSUE 23 ■ Anclher superb machine language game WATER SKI SCHOOL will rest 
your rallaxea. WOROSEARCH will challenge ihose who like putties and other 
listing* include SUPERCLOWN and the utilities KREF and VERIFY. A huge review 
of UHima IV heads ■ comprehanslva review section and Going, Online Pan 1 will 
let you know if telecommunication* Is For you. ST owners can discover how lo 
get a bigger screen on their colour monitor and Wad reviews ol Zoom racks,. Sierra 
On-Llne adventures and Pro- Pascal among si others. Also, Is It WOdh adding a 5,'J" 
drive lo your ST? 




DISK AVAILABLE. 
PROGRAMS' 



Contains TWO BONUS 



ISSUE 24 - The biggesl issue so far published! Great St section wilh info aboul 
ST disks and cartridges and loads of review! , For S-Blt users mere Is MUMCHY 
MADNESS, the beat game we have ever puHfihfrd plus a super cheque book utility 
AUTOCHECK. Plus all about checking your disk drive, another game called 
FLYING HIGH, more utilities reviews ol HAMOIT, Adventure games end lots more, 
Too much in Ihis issue to Ks1 fully! 

DISK AVAILABLE - Don I rmlss MUNCHY MADNESS, 
the bes1 game we hiV* published 90 far! 

tS$UE 25 - Anolher biggie! A must for 1029 printer Owners Wilh 3 great utilities 
Including a SCREEN DUMP. A super Japanese chess game called SHOGl, a type 
in REVISION C BASIC, a full leature on disks and more. For ST. type in OTHELLO, 
reviews Ol LEADER BOARD and MEAN 18, Hinls and Tips and several Other 
reviews and articles. 





DISK AVAILABLE 
READY TO GO! 



ALL THOSE 1M9 PROGRAMS 



ISSUE 26- SOLID MODELLING is one or (he best non-game programs we have 
published. Be creative! Other programs include SOURCE WRITER lor machine 
code programmers. FLEXIBLE FINGERS to help you type, NUTS and more. 
Reviews of TRIVIAL PURSUIT, DVC'f>5, SPEEDSCRIPT and much, much more. BT 
users can learn all about HARD DISKS. FAST BASIC, TYPESETTER ELITE, DEGAS 
ELITE and read reviews on a whole lol more software. 

DISK AVAILABLE - DOUBLE SIDED! TWO full sides 
whh BONUS SCREENS Tor SOLID MODELLING! 

ISSUE 27 ■ Some cracking listings for Ihe 6-bil. In GREA"Y BRFTAIN LTD, you can 
be In* Chancellor end help run the country. COMPUTER GAMMON Is a great Atari 
version oP backgammon and there's ANTS IN v OUH PANTS, DISK COMMAND and 
others. There is a leature on word processing and slacks ol feviews. The ST 
seel ion includes an in-depth revi ew d ART DIRECTOR und neal little program 
to put scrolling stars on your screen! Lots ol reviews including HABAVIEW. 
K-SPREAD 2, K-WORD and many more. 

DISK AVAILABLE - some L-O-N-G LISTINGS! 






ISSUE 26 - Extend the incredible original Munchy Madness wilh Ihe MUNCHV 
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS with a Iriend. teach 
your children with MOST HEART MATHS Or mike Up some crosswords with 
XWORD. A long leature on flight simulation programs, hinls on ZQRK and loads 
of reviews. For ST users, Ihe first in a series of USING GEM Irom C plus FLIGHT 
SIMULATOR II reviews, new books from COMPUTE! and a whole Stack of reviews. 

DISK AVAILABLE - Also contains the winning title 
screen (rem our competition. 

ISSUE 29 - One that serious 8-bit users have been walling lor ■ » great full lealure 
database - MJDBASE plus an amazing slory maker, STORYBOOK, lhat allows you 
to create illustrated stones. Then there's a great game from ANTIC called CLlF- 
FH ANGER and an AUTORUH maker end more. Cheat on commercial games With 
ZAPPING THE RIGHT BYTE and read slacks of reviews. The ST section has a 
type- in program, 5CREEN GRABBER, which allows you to snatch ' pictures Of 
commercial games 10 disk, plus the next part In our GEM FROM C series and 
review* Ol Superbase Personal, K-CDMM 1 plus lots at games including Barbarian. 

DISK AVAILABLE. DOUBLE SIDED. Willi BONUS 
story for STORYBOOK and STORYBOOK reader. 

ISSUE $0 - A great follow up to Solid Modelling allows you to animate 3-D ob(ettS- 
Try 3-D ANIMATOR, How about a puzzle whh LETTER CASTLE or an arcade style 
shoot-up Prom ANTrC called! DESERT CHASE? Articles inlcude an in-depth look 
at GUNSLINGER, Genealogy Wiffi Vour Atari and First Steps on saving screens 
Loads ol reviews including AUTODUEL and P-R: CONNECTION. The ST section 
has the continuing GEM series, CYBERSTUDIO, ZOOMRACKS II and lolsot flames 
and serious reviews including GFA BASIC, K-Rogel, Jupiter Probe and more, 

DISK AVAILABLE. DOUBLE SIDED with BONUS 
MACHINE LANGUAGE ADVENTURE only on the disk! 









ISSUE 31 - Our massive survey on all Ihe WAR GAMES available M Ihe 8-bit Atari 
heads this issue which also includes a great type' In synthesiser listing called 
OffiQtftAL SYNTH, Olher listings include FONT FACTORY, a nice character editor 
and a challenging game called BOWL TRAP. A feature on SSJ, more Tutorial 
Subroutines, a long lealure on THE N EV ERE N DING STORY, reviews ol ROADWAR 
2000 and THE DUNGEON plus many more ere also in this issue. ST SECRETS 
a new series on ST programming begins with a look al sound and the ST reviews 
sedlon Includes IMG SCAN, BASE TWO, TEMPUS and many more. 

DISK AVAILABLE - All Ihe exlra tiles for ORIGINAL 
SYNTH set up ready lo run plus ell Ihe olher listings. 

ISSUE 32 - A great card flame lor B-bil users called, rather uninspirlngly, WHIST 
plus a two player game of TENNIS and a GRAPH MAKER that works on the 5029 
printer. A new series starts Oft EXPANDING YOUR ATARI and I here Is an excellent 
program. tutorial on BUBBLE SORTING- Reviews include THE PAWN, GUILD OF 
THIEVES. SPA RT ADOS. U.S. DOUBLE R and many more. ST users can find out 
about programming graphics wilh ST SECRETS end can read all aboul the TURBO 
DIZER. PC DITTO plus review* o1 Tanglewood. Defender Of The Crown. Winter 
Olympiad, PROSPERO FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED Wilh BONUS 
MACHINE CODE ARCADE GAME only Oft this disk. 

ISSUE 33 - Many readers have said this is our best issue yet wilh an extensive 
feature Oft choosing a printer for your Atari, plus HEAVY METAL, a superb type-in 
machine language arcade game. Other type-in listings Include another game, 
CRYSTAL CRISIS and two ulilifies. COLOUR TUNER and SOFTKEY, the latter 
r>e ng a super keyboard 'macro', utility. ST owners tan llnd out more aboul 
PROGRAMMING GEM with anolher aflide In Ihe series and there are loads Ol 
reviews including MASTERPLAN, GUNSHlP and SPECTRUM 512. There's much 
more in this issue besides, including some flreal music for the 8-bit. 

DISK AVAILABLE ■ including TWO BONUS GAMES 
mat are nol in the magazine. 

ISSUE 34 - An ADVENTURE special 10 delight all tans ol Alari Adventuring. 
Exclusive and extensive interview wMh LEVEL $ r two TYPE-IN 6 bh ADVFNTURES, 
games reviews, bumper A-Z HINTS AND TIPS 1 or all kinds ol adventures, a survey 
01 fllmosl every known Atari adventure mid much more. Other items mciuck" DAVE 
T~S DISCO, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, Ihe SHELL SORT 
and the regulars, ST File includes a round Up ol ST adventures, a review of 
DUNGEONM ASTER, hints on ed ventures and slacks or general games reviews. 

DISK AVAILABLE - includes TWO BONUS 
ADVENTURES only to be lound on this disk. 

fSSUE 35 . Use your powers of deduction TIME TO KILL to solve a crime CleudO 
fashion, bend your mind with BALL BENDER, a very different game. Olher great 
gams include REFLEX In machine code and JUMBLE CELL, a reat puzzler. Plus 
HOW TO WRITE VOUR OWN BOOK on a 1HXE, CHARACTER ANIMATION. 
STRUCTURED PROGRAMMING plus Ihe usual host or reviews. The ST section 
includes MAD, the best type-In ST listing so lar published - type It in ST BASIC, 
end up with a machine code game! Also, a comprehensive article on VIRUSES, 
whet they are and how to deal with them, Loads Ot games and other reviews. 

DISK AVAILABLE - includes BONUS machine code 
game only on Ihe disk ST DISK also available for this 
issue with MAD ready 10 run, 

ISSUE 36 *■ Another cracking machine language game Item Paul Lay called STAR 
RIDER plus HE ADB ANGER, also In machine code, MUSIC BOX and SYNTH II to 
type in. MAPPING YOUR ADVENTURE shows you how to succeed In fttWenlu res. 
950 SPLIT rweela secrets about the &5Q interlace, DESIGNER KEYS allows you 
to CUSlomlse Ihe keyboard. Than there's BEGINNER'S BASIC plus anew series 
on TURBO BASIC, reviews of MERAK. DraconuS-. Joe Blade and more. For the 
ST we have B BOOT 10 allow you to boot Irom drive B, STOS reviewed, TRIP- 
A-TROH. SPELLBOOK, SUPERBASE PROFESSIONAL all reviewed end you can 
find how lo never get lost again wilh AUTOROUTE. All this plus much, much more. 

DISK AVAILABLE - includes BONUS MACHINE CODE 
UTILITY to add 12B colours to Atari Artist or Mlcre- 
palnter picture*. 

ISSUE 37- Some exeetlent listings including SCROLL* TEXT EDITOR, a superb 
utility for creeling scrolling messages on the XL. 'XE Just like ihose on ihe ST, plus 
BLASTCOM, a fast and furious blast em up. and SUNPLOTTER which shows you 
the position Of the sun and times anywhere in the world- Also FINDER for 
searching your programs, the first part of MACHINE CODE LIBRARY and Ihe 
CASSETTE DATABASE. Loads Ol reviews, as usual, including SpartaDOS X, ST 
File includes the first pan in the MIDI series and coverage of PHOTEXT and FLAIR 
PAINT plus reviews Of HEADCOACH {where havs VOU seen that reviewed else- 
where?), SPRITE MASTER and a whole host oF games Lot's more besides. 

DISK AVAILABLE - Includes BONUS proflrem UNDER 
STARTERS ORDERS, a superb horse racing flame lor 
■II the lamily 

ISSUE $6 - A super educational program, MCO-TEST. for revision, homework or 
tun. The MACHINE CODE library looks al saving and loading memory, a utility litis 
a REAL TIME CLOCK lOr your XL or ME end THE PODZ is a gnat scrolling game. 
There are several more listings. The TIPSTER begins and articles Include THE 
GAMES THEY NEVER RELEASED and more on Turbo Basic. ST owners can en|oy 
type-In routines lor graphics, reviews ol MINIX. FUN SCHOOL Z. POLICE QUEST 
II plus loads of games The MIDIols guide continues and John Sweeney looks at 
KINGS QUEST and LEISURE SUIT LARRY. 

DISK AVAILABLE ■ includes GALACTIC CHEST A a 
BONUS MACHINE CODE GAME previously released 
commercially! 
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READERS OFFERS 

FOR YOUR XL/XE 

ENJOY YOUR ATARI EVEN MORE WITH THESE SPECIAL OFFERS 



LANCELOT 



Find out how John Sweeney won The Holy Grail with 
your own copy of Lancelot, now available to 
NEW ATARI USER readers at a special price, 
Lancelot is now one of Level 9's classic text Adven- 
tures. Set in the Age of Chivalry and based around 
the legends of the Knights of the Round Table you 
must guide Lancelot through many exploits in 
Camelot, battle with wayward knights and win the 
love of Gui never and Elaine, 

You can't win the Holy Grail now but you can still 
enjoy a great adventure and at a special price 



SAVE £5 



Normal price £14.95 Readers Price £9.95 

Available on disk or cassette 




r*ntt r*Mtrfta 



U*et9 



TIME and MAGIK 



Three of Level 9's most acclaimed adventures to give you 
hours of excitement in other worlds. In LORDS OF TIME you 
travel through the eons inside an amazing grandfather 
clock. Visit many different time zones to search out nine 
essential artefacts to protect Time and Magik itself. RED 
MOON is a brilliant original adventufe that invites you to 
weave incredible magic spells in your attempt to rescue 
the power crystal which has been stolen from the Moon 
Tower on the island of Baskalos. Voted Best Adventure of 
the Year. In THE PRICE OF MAGIK you must defeat the 
dreaded magician Mylgar, who has been driven mad by 
the magical radiance of the moon crystal. Then you must 
take his place as guardian before darkness enshrouds the 
Earth 



SAVE £5 



Normal price £14.95 Readers Price £9.95 

Available on disk or cassette 



USE THE ORDER 
FORM ON PAGE 49 

or telephone your 
credit card order to 
0785 21 3928 





Interactive fiction 



PAGE 6 ACCESSORY SHOP 

THE VERY BEST IN PUBLIC DOMAIN 

PLUS BOOKS, DUST COVERS and ACCESSORIES 




O 
O 
K 
S 



O 
O 
K 

S 



HUNDREDS OF 



OUR CATALOGS 



XL/XE DUST ST 

PUBLIC DOMAIN COVERS PUBLIC DOMAIN 





The largest selection of Public 
Domain software for the XL/XE 
available anywhere - only the 
very best makes it onto a 
PAGE 6 disk! 



NEW XL/XE and ST 
catalogs 

NOW AVAILABLE! 

Please note our catalogs efc> flOl eonlain 
CGnnrnerctal software normally available 
■from r*tall*rs Or adverttiers in lhe magazine 




Every imaginable Dust Cover! 



PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 



OFFICIAL OK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD'S FINEST 
ST DISK BASED MAGAZINE 




P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 

Telephone 0785 21 3928 Catalog HOTLINE 0785 57005 

(24 hours answerphone) 



